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The  Antietam  Staff  Ride® 

An  Interactive,  Computer-Driven  Guide  to  the  Battle  of  Antietam 


Introduction 

"A  sower  went  out  lo  sow  his  seed;  and  as  he  sowed,  some  tell  along 
the  path,  and  was  trodden  under  foot,  and  the  birds  of  the  air 
devoured  it.  And  some  fell  on  the  rock;  and  as  it  grew  up.  it 
withered  away,  because  it  had  no  moisture.  And  some  fell  among 
thorns;  and  the  thorns  grew  with  it  and  choked  it.  And  some  tell 
into  good  soil  and  grew,  and  yielded  a  hundred  fold. 

Luke  8:4 

This  paper  is  the  user's  guide  to  the  Military  Studies  Project  titled  "The 
Antietam  Staff  Ride®."  The  purpose  of  this  project  is  to  recreate  the 
Antietam  battle  site  and  events  of  the  battle  through  the  use  of  computer¬ 
generated  graphics  and  animation. 

In  the  past  we  studied  battles  by  reading  books  and  analyzing  terrain, 
unit  positioning,  and  unit  movement  using  maps  and  terrain  walks.  We  had 
to  visually  piece  a  battle  together  based  on  what  we  read  in  the  books,  saw 
on  the  battle  maps,  and,  if  lucky,  from  actually  walking  the  terrain  upon 
which  the  battle  was  fought.  The  outcome  of  these  battles  resulted  from  a 
series  of  related  events — usually  occurring  simultaneously.  Written  accounts 
of  battles  require  the  reader  to  mentally  piece  together  a  series  of  events 
described  one  sentence,  paragraph,  or  chapter  at  a  time.  Some  written 
accounts  of  battles  do  not  provide  any  maps  at  all.  When  maps  are 
available  they  are  usually  placed  inconveniently  in  a  book  and  require  the 
reader  to  flip  back  and  forth  as  he  reads. 

This  project  represents  a  new  and  innovative  way  of  studying  a  battle. 

It  uses  the  hypermedia  authoring  system  called  Aldus  SuperCard  to 
graphically  present  one  of  the  Civil  War’s  most  complicated  battles.  This 
method  of  presenting  information  gives  the  user  access  to  a  plethora  of 


maps,  pictures,  graphs,  photographs,  sounds,  facts,  observations, 
interpretations,  opinions,  and  commentaries — all  at  the  same  time.  The  user 
can  navigate  freely  through  a  sea  of  information,  creating  his  own 
pathways.  "Hypermedia"  is  a  more  recent  concept,  based  on  many  of  the 
advances  in  computer  technology  over  the  past  30  years.  Figure  1 
illustrates  this  concept.^ 


Figure  1.  Hypermedia  on  the  Macintosh 


We  now  have  personal  computers  with  more  memory,  calculating  speed, 
and  storage  space  for  information  than  most  people  dreamed  possible  in 
the  early  days  of  computers.  Words  are  a  powerful  way  to  communicate, 
but  they  aren't  the  only  way. 

The  development  of  computer  applications  has  always  been  a  difficult, 
labor-intensive  process.  It  usually  involves  two  major  stages.  First  you 
write  the  program’s  core,  the  software  engine  that  gives  your  application 
its  basic  functions.  Second,  you  create  the  user  interface,  which  in  the  pre- 
.Macintosh  era  required  only  10  percent  of  the  development  time.  But  times 
have  changed,  and  so  have  user’s  expectations.  Some  Macintosh  developers 
estimate  that  they  now  spend  up  to  half  their  time  working  on  the 
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interface  for  an  application  and  the  other  half  working  on  the  application's 
core.-^ 

With  software  like  SuperCard  you  don't  have  to  be  a  trained 
programmer.  It  uses  an  easy-to-learn  programming  language  called 
SuperTalk.  Much  of  the  vocabulary  of  SuperTalk  reads  a  lot  like  English. 
This  allows  the  developer  to  .oncentrate  more  on  the  content  and  user 
interface  than  on  computer  code.^ 

The  technology  required  to  produce  an  interactive,  computer-driven 
military  battle  guide  has  been  available  for  years — so  why  wasn't  one 
developed  before  now?  One  reason  is  specialization.  Historians  studied 
history  and  computer  scientists  studied  programming.  The  endless  hours  of 
detailed  research  required  to  understand  and  write  about  a  battle  left  little 
time  for  the  historian  to  learn  more  than  basic  word  processing  on  the 
computer.  Another  reason  is  the  lack  of  software  tailored  to  narrow 
applications.  Most  commercial  software  tries  to  appeal  to  as  broad  a  user 
spectrum  as  possible.  Up  until  now,  historians  simply  haven’t  had  the  tools 
to  use  a  computer  profitably. 
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General 


"There  are  only  two  powers  in  the  world,  the  suord  and  the  pen; 
and  in  the  end  the  former  is  always  conquered  by  the  latter."® 

.Napoleon  1 

In  the  next  few  paragraphs.  I  will  describe  how  The  Antietam  Staff  Ride 
was  put  together.  I  hesitate  to  say  programmed  because  50  percent  of  the 
my  time  was  spent  in  reading  and  re-reading  the  accounts  of  the  battle. 
Over  half  the  remaining  time  was  spent  scanning,  enhancing,  and  coloring 
the  Antietam  battlefield  maps. 

A  small,  hand-held  scanner  was  used  to  scan  the  maps  into  the 
computer.  The  painting  and  drawing  tools  within  SuperCard  were  used  to 
enhance  and  color  the  maps.  An  initial  scan  of  a  section  of  map  is  shown  in 
Figure  2.  This  same  section  of  map  enhanced  and  colored  with  SuperCard  is 
shown  in  Figure  3. 


Figure  2.  Figure  3. 

Initial  Map  Scan  Enhanced  and  Colored  Map 


The  map  of  Antietam  prepared  by  Brevet  Brigadier  General  N.  Michler. 
Major  of  Engineers,  in  1867  was  used  as  the  base  map.  However,  graphics 
representing  roads,  fences,  orchards,  woods,  grass  fields,  cornfields,  and 
plowed  fields  were  based  on  a  reprint  of  the  Cope  survey  maps  prepared  in 
1863.^  The  1867  Michler  map  was  used  as  the  base  map  because  of  its 
small  scale.  Too  much  resolution  was  lost  when  the  1863  Antietam 
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battlefield  map  was  scanned  and  then  reduced  in  scale.  Three  maps  used  in 
the  introduction  were  scanned  from  maps  in  the  West  Point  Civil  War  Map 
Atlas.^ 


The  basic  SuperCard  building  blocks  are  projects,  cards,  and  windows. 
Each  card  in  SuperCard  is  part  of  a  stack  of  cards.  All  information  you  see 
in  a  SuperCard  file,  or  Project,  appears  on  cards  that  you  view  through  a 
window.  Each  card  has  two  layers.  The  first  layer  is  the  card  layer.  This 
layer  contains  all  text,  graphics,  buttons,  and  other  information  that  are 
specific  to  that  card  only.  The  second  layer,  called  the  background  layer 
contains  all  the  card  information  that  is  shared  with  other  cards  in  the 
same  window.  The  maps  in  The  .Antietam  Staff  Ride  are  placed  on  the 
background  layer.  Unit  symbols,  buttons,  text  fields,  etc.  are  placed  on  the 
card  layer.  Figure  4  shows  the  two  layers  of  a  card.® 

Animation  or  the  movement  of  a  unit  is  accomplished  by  creating  a 
graphic  representing  the  unit  on  the  card  layer  of  a  card.  This  graphic  is 
then  copied  and  pasted  on  a  new  card  layer.  After  it  is  pasted  to  the  new 
card  layer  it  is  moved  to  a  new  location.  This  is  repeated  until  the  unit  is  in 
its  final  position.’® 


Figure  4.  The  Two  Layers  of  a  Card 
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The  most  difficult  part  of  animating  a  battle  is  determining  when  to 
start  a  unit  moving  so  that  it  will  arrive  at  the  correct  location  and  at  the 
correct  time.  This  is  fairly  straight  forward  when  you  have  only  two  or 
three  brigades,  but  becomes  e.xtremely  complicated  when  there  are  four 
Corps  on  the  battlefield  at  the  same  time — each  with  three  or  more 
divisions.  If  the  resolution  is  at  the  brigade  level,  then  you  could  have  up  to 
36  brigades  to  maneuver.  And.  this  does  not  include  the  artillery  batteries. 

The  Cope  maps  and  the  maps  in  John  Priest’s  Antietam:  The  Soldiers' 
Battle  were  e.xtremely  helpful  in  scripting  the  animated  battle  sequences. 
The  Cope  maps  show  snapshots  of  unit  locations  in  15  to  30  minute 
intervals.  Priest’s  maps  are  based  on  the  Cope  Maps  but  provide  much 
more  detail.’^ 
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Conclusions 


"One  person  with  a  belief  is  equal 
base  an  inieresl."''  2 


lo  a  torce  of  ninety-nine  who  only 

John  Stuart  Mill 


The  potential  for  applications  like  The  Antietam  Staff  Ride  are  unlimited. 
Viewed  prior  to  the  actual  on-the-ground  staff  ride,  it  provides  an  e.scellent 
preparatory  study  of  the  battle.  Placed  on  a  lightweight,  notebook 
computer  and  taken  on  the  actual  staff  ride,  it  provides  a  ready-reference 
for  confirming  unit  locations  and  movements.  Present-day  and  Civil  War- 
era  photographs  of  the  battlefield  may  be  viewed  on  site  to  assist  in  terrain 
orientation  and  appreciation.  For  those  unable  to  visit  the  battlefield,  it 
provides  the  next  best  thing  to  being  there. 

The  computer-driven  staff  ride  provides  the  means  to  study  those 
battles  and  campaigns  too  difficult  to  study  using  the  normal  staff  ride.  The 
Battle  of  Atlanta  and  Sherman’s  march  to  the  sea  could  easily  be  recreated 
in  a  computer-driven  staff  ride.  Air  and  sea  campaigns  could  also  be 
recreated  using  this  technique. 

We  are  entering  a  whole  new  era— the  decade  of  positive  change.  We 
must  change  the  way  we  develop  computer  software.  We  can  no  longer 
afford  to  spend  months  defining  requirements  and  rewriting  these 
requirements  into  governmental  contract  language  only  to  have  the 
programmer  misinterpret  what  we  wanted.  A  product  delivered  using  this 
development  system  is  usually  difficult  to  learn  and  use  because  the  “user” 
was  not  involved  in  requirements  or  product  development. 

Today,  ordinary  people  have  access  to  powerful,  easy-to-use  computer 
technology.  Hypermedia,  authoring  tools  like  SuperCard  allow  the  average 
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Macintosh  user  to  become  a  full-fledged  programmer.  Not  only  is  the 
development  time  significantly  reduced,  but  also  the  end  product  is  much 
more  ”user-friendly" — software  developed  by  users  for  users.  With  software 
like  SuperCard  and  hardware  like  the  Macintosh,  your  only  limits  will  be 
the  size  of  your  ideas  and  the  degree  of  your  dedication. 
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Requirements  and  Installation 


RoquiremontS.  The  Amietam  Staff  Ride’s  minimum  requirements  are 
any  color-capable  Macintosh  with  eight  megabytes  of  Random  Access 
Memory  (RAM).  The  Antietam  Staff  Ride  need  at  least  6.5  megabytes  of 
RAM.  If  you  are  running  System  7,  turn  off  as  many  of  your  System 
extension  as  possible.  You  will  also  need  a  hard  disk  drive  with  at  least  ten 
megabytes  of  free  space.  Your  .Macintosh  also  needs  to  have  System  6.05 
(or  higher)  installed.  System  7.0  or  higher  is  highly  recommended  since  the 
application  uses  the  balloon  help  feature  of  System  7.  If  you  do  not  have  an 
up-to-date  System,  you  can  call  your  local  Macintosh  dealer — they’re 
licensed  to  give  you  one. 

Installation.  This  version  of  The  Antietam  Staff  Ride  comes  on  six  800  K 
floppy  disks.  Prior  to  installation  turn  off  any  virus  detection  applications. 
To  install  the  application,  insert  Antietam  Disk  1  into  your  Macintosh.  The 
window  shown  in  Figure  5  will  appear  on  you  desktop. 


§  2 


785K  in  disk  zero  K  aveiUble 


LOCCJl 

Antietam  Installer  Read  Me  First! 


Figure  5.  Disk  1  of  The  Antietam  Staff  Ride 


Double-click  on  the  file  Antietam  Installer.  The  installer  dialog  box. 
shown  in  Figure  6,  will  appear  asking  you  where  you  want  to  load  the  final 
segment  of  the  archive.  Click  on  the  Eject  button  to  eject  Antietam  Disk  1. 


Please  load  the  FINAL  segment  of  the  archiue... 
ttotietant  Bitic  I  ^ 

flntietam  Disk  1 


JLiSiLJ 


Desktop  I 


Cancel  | 


I. 


Figure  6.  Initial  Installer  Dialog  Box 


Now  insert  Antietam  Disk  6,  The  final  file  segment  of  the  install  set  will 
appear  in  the  installer  dialog  box  window  as  shown  in  Figure  7. 


Please  load  the  FINAL  segment  of  the  archiue... 

O  Antietam  Disk  6 


O 


Desktop  "1 


Cancel  j 


Load 


Figure  7.  Installer  Dialog  Box  Showing  Final  Install  Segment 


If  the  file  Antietam  Segment  6  is  not  already  selected,  then  select  it  and 
click  on  the  Load  button.  The  Antietam  Disk  6  containing  the  file  Antietam 
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Segment  6  will  be  ejected.  The  alert  dialog  box  shown  in  Figure  8  will 
appear  asking  you  to  reinsert  the  Antietam  Disk  1. 


Please  insert  the  disk: 
flntietam  Disk  1 


Figure  8.  Alert  Dialog  Box 


After  inserting  the  Antietam  Disk  I,  you  will  be  presented  with  the 
selection  dialog  box  shown  in  Figure  9. 


Select  Destination  Folder... 


Uolume:  cd  Hard  Disk 


Folder: 


D  Adobe  Pbotosbop  2.D  f 

O 

O  Aldus  FreeHand  3.1  f 

D  Aldus  Persuasion  2.1  f 

O  Aldus  SuperCard  1 .6  f 

CD  Aldus  SuperPaint  3.D  f 

D  HyperCard  2.1  f 

D  Microsoft  lUord  5.D  f 

± 

Desktop  i 


I  Cancel  \ 


I  Ewtract  \ 


Figure  9.  Selection  Dialog  Box 

Navigate  to  the  volume  onto  which  you  want  The  Antietam  Staff  Ride 
installed  by  clicking  on  the  volume  icon.  Now  navigate  to  the  folder  in 
which  you  want  the  application  installed.  In  the  example  shown  in  Figure  9, 
the  folder  named  Applications  on  the  volume  named  Hard  Disk  has  been 
selected.  Now  click  on  the  Extract  button  and  the  application  will  begin 
installing.  The  application  used  to  compress  The  Antietam  Staff  Ride  into  its 
install  set  is  called  Compact  Pro.  As  Compact  Pro  extracts  the  files  on  the 
install  set,  it  displays  the  progress  dialog  box  shown  in  Figure  10. 


EHtracting:  flntietam  Staff  Ride 


Files  remaining  to  be  entracted:  8 


—  I 

Stop  I 


Compacted  by  Compact  ?r<s^  AutoExtractor"^  ©  1 991  Bill  Goodman 


Figure  10,  Compact  Pro  Progress  Dialog  Box 


When  all  the  data  has  been  extracted  from  the  installer  segment,  Antietam 
Disk  1  will  be  ejected  and  the  dialog  box  shown  in  Figure  1 1  will  appear. 


Please  load  segment  #2  of  the  archiue... 


D  Adobe  Photoshop  2.0  f 

O 

D  Aldus  FreeHand  3.1  f 

D  Aldus  Persuasion  2.1  f 

I 

Q  Aldus  SuperCard  1 .6  | 

1 

D  Aldus  SuperPaint  3.0  f 

■ 

G  Antietam  Staff  Ride  1.0  f 

1 

G  HyperCard  2.1  f 

1 

G  Microsoft  LUord  5.0  | 

G  MM  Director  3.0  f 

d 

cz)Hard  Disk 


Desktop  1 


Cancel  \ 


Figure  1 1 .  Installer  Dialog  Box 

Insert  Antietam  Disk  2  and  the  file  Antietam  Segment  2  will  appear  in  the 
installer  dialog  box  window.  Select  this  file  and  click  the  Load  button 
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starting  The  Antietam  Staff  Ride 


Start  The  Antietam  Staff  Ride  by  double-clicking  on 
its  icon.  The  Antietam  Staff  Ride  icon  looks  like  this. 


Antietam  Staff  Ride 

You  can  also  start  The  Antietam  Staff  Ride  by 
double-clicking  on  one  of  the  document  icons.  The 
Antietam  Staff  Ride  has  three  types  of  documents: 
glossary,  photographs,  and  battle  maps.  The 
Antietam  Staff  Ride  document  icons  look  like  this: 


Glossary  Photographs  Battle  Maps 

The  opening  window  When  you  start  The 
Antietam  Staff  Ride,  the  About  window  appears  and 
a  brief  selection  from  The  Battle  Hymn  of  the 
Republic  plays.  The  About  window  looks  like  this: 


Once  the  application  has  loaded  into  memory,  the 
Chooser  dialog  box  appears. 

Dialog  Boxes 

A  dialog  box  can  present  information  to  you,  request 
information  from  you.  or  both.  In  most  cases,  dialog 
boxes  appear  in  response  either  to  a  command  that 
you  have  chosen  or  to  some  action  that  you  have 
taken.  When  a  dialog  box  requests  information,  it 
does  so  by  presenting  you  with  options. 

Four  kinds  of  options  may  be  found  in  dialog 
boxes: 

•  Radio  buttons  Within  a  group  of  options 
among  which  you  may  select  only  one.  small 
round  buttons  appear  before  each  option  name. 
These  are  called  radio  buttons.  To  select  or 
deselect  a  radio  button,  click  on  the  round 
button  itself  or  on  the  name  of  the  option 
following  the  button.  Only  one  radio  button 
option  in  a  set  may  be  selected  at  a  time: 
selecting  any  one  will  deselect  all  others.  A  set 
of  radio  buttons  are  usually  physically  adjacent. 
Several  sets  of  radio  buttons  may  appear  in  a 
single  dialog  box,  but  only  one  from  each  set 
may  be  selected  at  any  one  time.  A  radio  button 
indicates  that  an  option  is  selected  when  the 
button  is  filled  black  and  is  deselected  when  the 
button  is  empty. 

•  Check  boxes  Within  a  group  of  options  among 
which  you  may  select  any  number  of 
alternatives,  a  small  square  button  appears 
before  each  option  name.  This  is  a  check  box.  To 
select  or  deselect  a  check  box,  click  on  the 


lisertllrtttr  Pag«  Setup 
Prinitr  EtrecU: 

■  Font  Suttf<ilution7 
QTeHl  Smoothing? 

■  Font  SubslItulionT 
□  ToMt  Smoothing? 
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square  before  the  option  name  or  directly  on 
the  option  name  itself.  If  that  option  was 
previously  deselected,  it  will  become  selected;  if 
it  was  selected,  the  option  will  become 
deselected.  Multiple  check  boxes  within  a  set 
may  be  selected  or  deselected.  A  check  box 
indicates  that  an  option  is  selected  when  an  x  is 
displayed  and  is  deselected  when  the  box  is 
empty. 


SlijletDntef _ 

Copies:  Quality:  ^  Best 

Pages:  O 

^  From;  o  To:  f5~1 


•  Option  boxes  An  option  for  which  you  must 
enter  data  has  one  or  more  option  boxes.  Most 
option  boxes  contain  default  data  when  the 
dialog  box  first  appears.  When  this  default  data 
is  selected  (highlighted  with  white  characters  on 
a  black  background),  you  can  enter  new  values 
from  the  keyboard  and  the  default  data  will  be 
replaced.  To  select  a  value  in  an  option  box, 
double-click  on  a  newly  entered  value  or  drag 
over  the  current  value.  In  a  dialog  box  that 
contains  several  option  boxes,  you  can  move 
from  one  option  box  to  the  next  by  pressing  the 
tab  key. 


Find  Unit 

Name:  j^au»toiri^rt|ade^2 
f  Cancel  ] 


•  Pop-up  monu  An  option  that  is  presented  as  a 
pop-up  menu  displays  only  the  current  option 
setting  when  its  dialog  box  first  appears.  To 
view  the  list  of  alternatives  for  such  an  option, 
you  must  select  the  current  option  (or  an  icon  in 
some  cases)  by  pressing  and  holding  down  the 
mouse  button  on  top  of  it.  This  will  “pop-up”  a 
menu  displaying  the  available  options.  An 
option  is  selected  from  the  pop-up  menu  by 
dragging  up  or  down  the  listing  and  releasing 
the  mouse  button  when  the  name  of  the  desired 
alternative  is  highlighted.  If  an  option  in  a  pop- 
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up  menu  is  followed  by  an  ellipsis  (...),  choosing 
it  will  bring  up  yet  another  dialog  box,  which 
contains  additional  options. 


(  Cancel  1 


Once  you  have  finished  entering,  selecting,  and 
choosing  options,  you  may  exit  a  dialog  box  by 
clicking  on  buttons.  The  most  common  buttons  are 
the  OK  and  Cancel  buttons.  Buttons  ma;.  also  serve 
as  commands  when  they  are  placed  within  dialog 
boxes,  where  they  are  used  to  indicate  an  action  or 
bring  up  another  dialog  box. 


Onus  project  requirei 
SuperCarP  uersion  I.S 
or  later. 


Dialog  boxes  that  do  not  request  information  are 
known  as  a/en  boxes,  since  their  purpose  is  to  alert 
you  of  some  fact.  Some  alert  boxes  alert  you  of  the 
consequences  of  the  action  you  are  about  to  take 
and  allow  you  to  abort  that  action.  Others  inform 
you  of  some  event  that  has  already  happened, 
allowing  you  only  to  acknowledge  that  you  are 
aware  of  the  event. 


Kilt 


Cut  JCN 
Copy  9tc 
ntit  mu 
Clear 


You  will  notice  that  an  option,  command,  or  menu 
is  sometimes  dimmed.  A  dimmed  item  indicates  that 
it  has  no  effect  on  a  certain  situation.  Dimmed  items 
cannot  be  chosen  or  selected. 

Chooser  Dialog  Box 

The  first  window  to  appear  after  the  About  window' 
contains  the  Chooser  dialog  box.  This  dialog  box 
contains  three  buttons:  Instructions,  Introduction, 
and  Battle  Map.  If  you  are  not  familiar  with  the 
Macintosh  interface,  click  on  the  Instructions  button 
and  you  will  be  presented  with  a  tutorial  on  how  to 
navigate  through  this  application.  (See  Appendix  A  - 
“SuperCard  Scripts  for  The  Antietam  Staff  Ride"  to 
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view  the  program's  code.)  For  a  description  of  the 
events  leading  up  the  battle,  click  on  the 
Introduction  button.  (See  Appendix  B  - 
■‘Introduction  to  the  Battle"  to  view  the  four  maps 
and  narrative  contained  in  the  Introduction.)  Once 
you  finish  the  introduction,  you  will  go  to  the  Battle 
Map.  To  go  directly  to  the  battle  map,  click  on  the 
Battle  Map  button. 

The  Chooser  dialog  box  looks  like  this: 


(Intietam  Staff  Ride 


Menus  and  Commands 


The  Apple  (4)  menu 

The  Apple  menu  behaves  exactly  as  't  does  within 
all  other  Macintosh  applications  and  at  the  Finder. 


The  following  describes  the  menus  and  commands 
available  when  the  Battle  Map  is  displayed. 
Keyboard  equivalents  are  listed  in  parentheses 
whenever  applicable.  The  Battle  Map  and  its  menu 
bar  look  like  this: 


fiiii  Plai^  ialiels  ditiit  iftaip  Nfapjt  SNplitct  Controt 


You  have  access  to  all  desk  accessories  currently 


available  to  your  System  file.  When  running  under 
MultiFinder  with  System  6.x.x,  your  Apple  menu  also 
contains  a  list  of  other  applications  currently 
running.  Choosing  any  one  of  these  applications  will 
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bring  it  forward  as  the  active  application  and  send 
The  Antietam  Staff  Ride  to  the  backgrouna. 

About  Antietam...  Choose  this  command  to 
display  the  same  startup  window  that  is  displayed 
when  launching  the  application.  To  close  this 
window,  click  anywhere  on  the  window. 

Help...  Choose  this  command  to  access  The 
Antietam  Staff  Ride  on-line  help  system.  This  allows 
you  to  access  information  about  menus  and 
commands  without  leaving  the  application. 

The  File  menu 

As  in  most  Macintosh  applications.  The  Antietam 
Staff  Ride  File  menu  controls  document-level 
activities,  including  the  editing,  setting  preferences, 
and  printing  maps. 

Editor  Pallet...  The  Editor  Pallet  command  brings 
up  the  SuperCard  Runtime  Editor  floating  pallet.  This 
pallet  contains  the  menus  available  in  the  SuperCard 
Runtime  Editor.  The  Runtime  Editor  allows  you  to 
make  changes  to  The  Antietam  Staff  Ride  while  it  is 
running  and  immediately  see  the  consequences  of 
your  editing.  (See  page  81  of  the  SuperCard 
Addendum  1.5.) 

Print  Map...  (38 -P)  The  Print  Map  command 
prints  the  current  map  of  the  current  window.  If  the 
map  is  larger  than  the  paper  size  in  your  printer, 
the  map  will  be  printed  a  section  at  a  time  on  as 
many  sheets  of  paper  as  necessary.  You  can  then  fit 
together  the  pieces  of  paper  as  though  they  were 
tiles  of  a  larger  picture. 
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Print  Window...  The  Print  Window  command 
every  card  of  the  active  window. 

Print  Selection...  The  Print  Selection  command 
allows  you  to  select  a  portion  of  a  map  or  card  for 
printing.  After  choosing  this  command,  your  cursor 
will  change  to  a  cross  hair.  Place  the  cross  hair  at  the 
upper  left-hand  corner  of  the  area  to  be  printed, 
press  down  on  the  mouse  button,  and  drag  to  the 
bottom  right-hand  corner.  After  you  release  the 
mouse  button,  the  area  selected  will  be  sent  to  the 
printer. 

Preferences...  The  Preferences  command  brings 
up  the  Preferences  dialog  box  which  allows  you  to 
control  the  manner  information  is  presented.  Audio 
battle  cues  such  as  cannon  and  rifle  fire  can  be 
turned  on  or  off  by  selecting  either  the  On  or  Off 
Sound  radio  button.  Units  may  be  displayed  then 
hidden  or  remain  on  the  map  as  subsequent  units 
are  displayed  by  selecting  either  the  Builds  or  Don't 
Build  Unit  radio  button.  Divisional  artillery  may  be 
displayed  or  remain  hidden  by  selecting  either  the 
Show  or  Don’t  Show  Artillery  radio  button. 

The  Preferences  dialog  box  looks  like  this: 


Preferences  _ 

Sound:  ®  On  O  Off 
Units:  O  Build  ®  Don’t  Build 
Artillery:  (g)  Shoui  O  Don’t  Shoui 

Cancel  | 


20 


Quit(9€-Q)  The  Quit  command  exits  the  Antietam 
Staff  Ride  application,  closing  all  open  windows. 

The  Edit  menu 

Most  of  the  commands  in  the  Edit  menu  will  be 
familiar  to  you  if  you  have  worked  in  other 
Macintosh  applications. 

Undo  (S§-Z)  The  Undo  command  steps  backward 
to  the  previous  operation  performed.  The  Undo 
command  will  be  dimmed  if  the  last  operation 
cannot  be  undone. 

Cut  (9i-H)  The  Cut  command  deletes  one  or 
more  selected  objects  and  stores  them  on  the 
Macintosh  Clipboard,  replacing  the  Clipboard's 
previous  contents.  If  no  object  is  selected,  the  Cut 
command  is  dimmed. 

Copy  (88 -C)  The  Copy  command  makes  a  copy  of 
one  or  more  selected  objects  and  stores  them  in  the 
Macintosh  Clipboard,  replacing  the  Clipboard’s 
previous  contents.  If  no  object  is  selected,  the  Copy 
command  is  dimmed. 

Pasto  (88 -U)  The  Paste  command  makes  a  copy 
of  the  items  in  the  Macintosh  Clipboard  and  places 
them  on  the  current  card  in  the  current  window.  If 
the  Clipboard  is  empty,  the  Paste  command  is 
dimmed. 

Clear  (delete,  backspace,  or  clear)  The  Clear 
command  deletes  one  or  more  selected  objects,  but 
does  so  without  placing  them  in  the  Clipboard  or 
disturbing  the  Clipboard's  contents.  If  no  object  is 
selected,  the  Clear  command  is  dimmed. 
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Select  All(8€-fl)  The  Select  All  command  selects 
every  object  on  the  current  card  of  the  current 
window. 


Show  Clipboard  The  Show  Clipboard  command 
opens  the  Clipboard  widow  and  displays  the 
contents  of  the  Clipboard. 


Hooker's  Attack 
Hood's  Counterattack 
Sedguiick's  Attack 
French’s  Attack 
The  Bloody  Lane 
Piper  Farm 

Christ's  Attack  I 
Aumside’s  Attack 
A.P.  Hill's  Attack 


The  Play  menu 

The  Play  menu  allows  you  to  select  and  view 
animated  replays  of  the  Battle  of  Antietam.  The 
battle  has  been  divided  into  eight  parts:  Hooker's 
Attack,  Hood’s  Counterattack,  Sedgwick’s  Attack. 
French’s  Attack,  The  Bloody  Lane,  Piper  Farm, 
Christ’s  Attack,  Burnside’s  Attack,  and  A.P.  Hill’s 
Attack.  This  version  covers  Hooker’s  attack  and 
Hood’s  counterattack.  Follow-on  versions  will 
include  the  remaining  battles  and  situations.  A 
hierarchical  menu  will  appear  when  you  select  one 
of  the  Play  menu  items.  Each  hierarchical  menu 
contains  a  situation  and  several  time  period  menu 
items. 


Situation...  This  menu  item  brings  up  a 
battlefield  map  and  a  dialog  box.  Information  on  the 
situation  and  disposition  of  units  prior 
to  this  particular  engagement  is 
presented  through  a  sequence  of 
^  overlays  and  narrative  text.  A  narrative 
J  explanation  of  each  overlay  is  presented 
in  the  dialog  box  each  time  the  Next 
button  is  clicked.  Click  on  the  Back 
button  to  return  to  the  previous  overlay 
and  narrative  explanation. 
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I  dbpK 


Wide  «ii 

Towns 

Roads 

Farms 

Bridges 

Churches 

Industry 

Woods 

Fords 


CSR  Infantry  Units 
CSR  Artillery  Units 

USB  Infantry  Units 
USB  Artillery  Units 


Units 


Hide  All _ 

CSR  Infantry  Units 
CSR  Artillery  Units 

USA  Infantry  Units 
USA  Artillery  Units 


liipin 


CSR  Casualties 
USA  Casualties 

CSR  Leaders  P 

USA  Leaders _ ^ 

CSR  Order  of  Battle 
USA  Order  of  Battle 

Notes 

Olhllography 


M.)ps 


Harper’s  Ferry  -  Sep  IS 
Harper’s  Ferry  ■  Sep  IB 
Harper’s  Ferry  -  Sep  1 7 
Sharpshury  -  sep  I7 
Cornfield 


5:45  to  6:00  Each  of  the  eight  engagements 
listed  is  further  divided  into  15  to  30  minute 
segments.  If  you  select  the  Situation  menu  item  first, 
you  may  transition  through  each  of  the  time 
segments.  You  also  have  the  option  of  selecting  a 
particular  time  segment. 

The  Labels  menu 

The  commands  of  the  Labels  menu  toggle  the 
display  of  Battle  .Map  label  overlays.  These  label 
overlays  include  the  names  of  towns,  roads,  farms, 
bridges,  churches,  industry,  woods,  fords,  and  CSA 
and  L'SA  infantry  and  artillery  units.  A  check  mark 
appears  before  each  overlay  that  is  currently 
displayed.  The  Hide  All  command  hides  all  currently 
displayed  label  overlays. 

The  Units  menu 

The  commands  of  the  Units  menu  toggle  the  display 
of  CSA  and  USA  infantry  and  artillery  units.  A  check 
mark  appears  before  each  unit  that  is  currently 
displayed.  The  Hide  All  command  hides  all  currently 
displayed  unit  overlays. 

The  View  menu 

The  commands  of  the  View  menu  affect  the  display 
of  battle  casualty  data,  pictures  of  key  leaders,  order 
of  battle  data,  notes,  and  the  bibliography.  A 
hierarchical  menu  pops  up  displaying  the  names  of 
the  key  leaders  when  either  the  USA  Leaders  or  CSA 
Leaders  menu  items  are  selected. 

The  Maps  menu 

The  commands  of  Maps  menu  affect  the  display  of 
the  situation  at  Harper’s  Ferry  on  September  15,  16. 
and  17;  the  situation  at  Sharpsburg  at  dawn  on 
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September  17;  and  a  map  of  the  area  around  the 
Cornfield. 


Graphics 


Map  Legend 
Photo  Markers 
Narratiue  Balloons 


The  Graphics  menu 

The  commands  of  the  Graphics  menu  affect  the 
display  of  the  map  legend,  photograph  markers,  and 
narrative  balloons.  The  Map  Legend  menu  item 
displays  the  graphics  used  on  the  maps  to  represent 
cover,  roads,  and  fences.  The  map  legend  is  shown  in 
Appendix  F.  The  Photo  Markers  menu  item  displays 
small  white  arrows  on  the  current  map.  These 
arrows  indicate  the  location  and  direction  of  view 
for  a  color  photograph.  To  bring  up  the  photograph, 
simply  click  on  the  arrow.  The  Narrative  Balloons 
menu  item  displays  small  white  balloons  on  the 
current  map.  These  balloons  indicate  human  interest 
stories  that  occurred  at  this  location.  To  bring  up  the 
narrative,  click  on  the  balloon. 
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Battle  Map 


This  section  explains  the  use  of  the  Battle  Map 
menus  and  provides  examples  of  the  data  available 
through  use  of  these  menus  commands.  Prior  to 
viewing  the  animated  battle,  the  user  may  access  a 
situation  brief  for  each  of  the  phases  listed  in  the 
Play  menu.  For  example,  to  view  the  situation  brief 
for  Hooker’s  attack  choose  the  Hooker’s  Attack 
command  from  the  Play  menu  and  a  submenu  is 
displayed  at  the  right  edge  of  the  Hooker’s  Attack 
command.  Continue  holding  the  mouse  button  and 
drag  the  pointer  to  the  submenu  command  Situation. 
Once  the  submenu  command  Situation  is  highlighted 
release  the  mouse  button  and  the  first  situation 
narrative  window  will  be  displayed. 


W^asas^rnmmBmm 

Hood’s  Counterattack^ 
SoOguilck’s  Attack  P 

French’s  Attack  h 

The  lioody  lane  h 

Piper  Farm  P 

Christ’s  Attack  P 

Burnside’s  Attack  P 

A.P.  Hill’s  Attack  P 

5:45  to  6:IB  AM 
A:BB  to  6:45  AM 
6:45  to  7:11  AM 
7:BA  to  7:15  AM 

This  window  can  be  positioned  anywhere  on  the 
screen  by  clicking  on  the  shaded  bar  at  the  top  of 
the  window  and  dragging  the  window  to  a  new 
position.  To  view  the  next  narrative  card,  click  the 
Next  button.  A  new  overlay  or  short  animation  is 
displayed  with  each  new  narrative  card.  To  go  back 
to  the  previous  narrative  and  overlay,  click  on  the 
Back  button.  The  sequence  of  screen  snapshots  in 
Appendix  C  shows  part  of  the  situation  brief  for 
Hooker’s  Attack. 
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After  the  last  situation  narrative  and  overlay,  you 
zoom  to  a  small-scale  battle  map  for  the  animated 
replay.  When  the  small-scale  battle  map  opens,  the 
Battle  Map  is  moved  to  the  background  of  the  screen 
and  its  menu  is  hidden.  The  first  10  map  overlays  in 
the  animated  sequence  of  Hooker’s  Attack  is  shown 
in  Appendix  D. 

Navigator  Paiette 

Control  of  the  battle  animation  is  done  using  the 
Navigator  Palette.  The  Navigator  Palette  looks  like 
this; 


Battle  Narrative  Balloon  Done 

Time  Balloons  Help 


Grappler 


Sound  Button  If  the  sound  waves  are  visible  on  the 
speaker,  audio  cues  such  as  rifle  and  cannon  fire  will 
be  played  through  the  Macintosh  stereo  speakers.  To 
turn  the  sound  off,  click  once  on  the  speaker  and  the 
sound  waves  will  disappear.  Click  once  again  and  the 
sound  waves  will  reappear. 


Rewind  Button  Click  on  the  Rewind  button  to  return 
to  the  first  overlay  in  the  animated  sequence. 


Back  Step  Button  Click  on  the  Back  Step  button  to 
step  back  to  the  previous  overlay. 
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Stop  Button  Click  on  the  Stop  button  to  stop  the 
animated  sequence. 


Step  Button  Click  on  the  Step  button  to  step  through 
the  animated  sequence  one  frame  at  a  time.  When 
stepping  through  the  animated  battle  sequence,  a 
dialog  box  is  presented  for  each  overlay  describing 
the  events  taking  place. 


Play  Button  Click  on  the  Play  button  view  the 
animated  movement  of  units  at  approximately  one 
frame  a  second. 


Grabbter  The  Crabbier  is  used  to  scroll  the  map. 
Click  on  the  Crabbier  and  your  cursor  will  change  to 
a  small  open  hand.  Click  on  the  map  and  drag  in  the 
direction  you  want  the  map  to  move. 


Done  Button  Click  on  the  Done  button  to  return  to 
the  large-scale  Battle  Map. 


^  Balloon  Help  Click  on  the  Balloon  Help  button  to 

turn  on  System  7  balloon  help.  Once  balloon  help  is 
on,  when  you  place  the  cursor  over  any  of  the 
buttons  on  the  Navigator  Palette,  a  small  balloon  will 
pop  up  with  a  description  of  the  button. 


^  Narrative  Balloons  Click  on  the  Narrative  Balloons 
button  to  display  small  narrative  balloons  on  the 
map.  When  clicked  on,  these  balloons  bring  up  a 
narrative  concerning  an  event  which  took  place  at 
this  point  on  the  battlefield. 


Time:  05:45:20  Battle  Time  The  time  displayed  is  the  approximate 

battle  time. 
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Battle  Leaders 


This  user  can  view  scanned  photographs  or 
paintings  of  the  key  leaders  of  the  battle  by  using 
the  View  menu.  For  example,  to  display  the 
photograph  of  Major  General  McCellan,  choose  the 
USA  Leaders  command  from  the  View  menu  and  a 


II  IP  ID 


CSR  Casualties 
USB  Casualties 

CSB leauers 


USH  1  l■.l(l(>rs 


MG  Bmbrose  E.  Burnside 
BG  Ulllliam  H.  French 
BG  John  Gibbon 
MG  Joseph  Hoolcer 


Ml.  I.P(ir(|P  H  Ml  I  Pll.iii 


MG  Joseph  Mansfield 


Ik 


submenu  is  displayed.  Continue  holding 
the  mouse  button  down  and  drag  the 
pointer  to  the  submenu  command  M  G 

George  B.  McCellan.  Once  the  submenu 
command  MG  George  B.  McCellan  is 

highlighted,  release  the  mouse  button 
and  the  photograph  will  appear. 


MS  Seorge  B.  HcCeHan 


Order  of  Battle 


You  can  access  order  of  battle  data  two  different 
ways.  The  first  way  is  by  clicking  on  a  unit  shown 
on  the  Battle  Map.  For  example,  when  the  unit 
labeled  Hartsuff  is  clicked  on,  the  unit  data  dialog 
box  shown  in  figure  12  appears. 


Commander:  Brig.  Gen.  George  L.  Hartsuff  (J) 

Unit:  3rd  Brigade,  2nd  Oiuision,  i  Corps  QD 
Strength:  1000 


Figure  12,  Unit  Data  Dialog  Box 

As  the  dialog  box  shows,  Hartsuff  is  the  commander 
of  the  1st  Brigade,  2nd  Division,  I  Corps.  If  you  click 
and  hold  the  mouse  down  on  the  small  balloon  on 
the  right  side  of  the  dialog  box,  the  subordinate 
units  of  this  brigade  are  displayed.  When  you  let  up 
on  the  mouse,  the  subordinate  units  are  hidden.  The 
subordinate  unit  data  for  Hartsuff’ s  Brigade  is 
shown  in  figure  13. 


Third  Brigade.  Second  Piuision 
1 2th  Massachusetts  1 1  th  Pennsyluania 

83d  New  Vork  (9th  Militia)  13th  Massachusetts 


Figure  13.  Subordinate  Unit  Data  Displayed 
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CSR  Casualties 

USD  Casualties 

CSfl  Leaders 

USil  leaders 

> 

USR  Order  or  Battle 


The  second  way  to  access  order  of  battle  data  is  to 
choose  either  the  CSA  Order  of  Battle  or  USA  Order  of 
Battle  command  from  the  View  menu.  For  example,  if 
you  choose  the  CSA  Order  of  Battle  command  the 
window  shown  in  figure  14  is  displayed.  The 
diagram  in  the  window  shows  the  subordinate  corps, 
reserve  artillery,  and  cavalry  of  the  Army  of 
Northern  Virginia.  Click  on  any  of  the  subordinate 
unit  names  to  view  their  order  of  battle  diagram. 

The  order  battle  charts  go  down  to  battalion  level 
for  infantry  units  and  battery  level  for  artillery 
units.  See  Appendix  E  for  order  of  battle  examples. 


nVa'.  ^ . 


CSfl  Order  of  Battle 


Figure  14.  CSA  Order  of  Battle 


30 


Battle  Casualties 


Casualties  for  the  USA  and  CSA  can  be  viewed  by 
choosing  either  the  CSA  Casualties  or  USA  Casualties 
commands  from  the  View  menu.  The  USA  casualty 
Chart  in  figure  15  is  displayed  when  USA  Casualties 
is  selected  from  the  View  menu. 


Unit 

Commander 

Present 

SRCsso 

Engd 

Bities 

KIR 

UJIR 

MIR 

Total 

Percent 

1  Corps 

Hooker 

14856 

Ooubleday 

3425 

140 

638 

34 

812 

23.7 

Ricketts 

3158 

172 

946 

86 

1204 

38.1 

Meade 

2855 

105 

466 

2 

573 

20.1 

II  Corps 

Summer 

18813 

■■■ 

Richardson 

4029 

210 

942 

16 

1168 

29.0 

Sedguiick 

5437 

373 

1593 

244 

2210 

40.6 

French 

5740 

331 

1498 

151 

1980 

34.5 

U  Corps 

Porter 

12930 

Siikes 

2274 

17 

90 

2 

109 

4.8 

Ul  Corps 

Franklin 

12300 

Slocum 

(Unk) 

6 

58 

2 

66 

(Unk) 

Smith 

2585 

66 

277 

31 

374 

14.5 

IH  Corps 

COK 

13819 

UlillcoH 

3248 

62 

327 

7 

396 

Sturgis 

3254 

136 

532 

1 1 

679 

Rodman 

2914 

225 

821 

148 

1194 

41.0 

Scammon 

3154 

36 

192 

27 

255 

8.1 

Kll  Corps 

Mansfield 

10126 

iililliams 

4735 

160 

863 

135 

1158 

24.5 

Greene 

2504 

111 

515 

1 14 

740 

29.6 

Caualry 

4320 

4320 

7 

23 

0 

30 

0.7 

87164 

53632 

2157 

9717 

1009 

12882 

24.0 

Figure  15.  Summary  of  USA  Casualties 


31 


Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


Antietam  Staff  Ride 
PROJECT  SCRIPT 


i-'ciecam  Straff  Ride 
'.'ersiori  l.Ctlo 

THE  MESSAGE  H.-2II:LEP.S  USEE  IN  THIS  SCRIPT: 

rf.eckVersirrw  inscallMy Menus,  loadMapMame,  scenl-lapwindow,  calrulaieWir.div.'Re:"; , 
se^Preferences . closeM/Menus, shcwNarrac ive , 

THE  FTTMTICtJ  .HATCLERS  USED  IN  THIS  SCRIPT: 
nine 

MIME'S  USEE  rV  THIS  SCRIPT: 
nine 


-  Startup  Scripts:  - 

cn  openProject 

set  cursor  to  watch 
hide  menuBar 
checki'ersion 

set  the  ioc  of  wd  “About  Antietam"  to  the  screenLoc 

play  "Yankee  Song" 

play  "Yankee  Song" 

setPreferences 

loadMapName 

inst  a 1 IMyMenus 

hide  msg 

visual  dissolve  slowly 
go  next  cd 
- -openMapWindow 
end  openProject 

on  checkVersion 

set  cursor  to  watch 
get  version! ) 

put  last  word  of  it  into  verNum 
1  f  '/erMum  <  1.5  then 

set  the  loo  of  wd  "Alerts"  to  the  screenLoc 
open  inv  wd  "Alerts" 
go  cd  "Alert  1" 

put  "This  project  requires  SuperCard  version  1.5  or  later. 

intc  bg  fid  "Message*  of  cd  "Alert  1*  of  this  wd 
show  this  wd 
exit  checkVersion 
end  if 

end  checkVersion 
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Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


:  r.  1 :  a  ±’-.'ac '  Jar-.e 


Global  Projectl.'ame 

--The 

name  of 

^  tTs.,  w  . 

Global  MapNa.me 

--The 

name  of 

the  .Tap  window. 

Global  SectionName 

--The 

name  of 

t.he  map  card. 

set  cursor  to  watch 
put  the  short  name 

cf 

this 

project 

into  ProjectName 

put  the  short  na.T.e 

wd  2 

into  .Map 

Nam.e 

put  the  short  r.a.me 

-  f 

end  *  0  adMapI  1  arr.e 

:r.  rperJ-IapV.’ir.dcw 

3l3bal  ?rc  jec-"ar".e 
j-cfcai  MapMarr.0 
Global  Seco icrdlan'.e 
G-lcbal  SoiindlsOn 
set  cursor  to  watch 

set  the  loc  of  wd  MapName  of  Pro:ectName  to  -1000,-1000 
show  T-enuBar 

open  wd  MapName  of  Pro ject Name 

set  the  scroll  of  wd  MapMame  of  ProjectName  to  323,134 
c  a  1  cu  1  a  t  eW  ir.dowP.ee  t 

set  the  rect  of  wd  MapName  of  ProjectName  to  the  result 
close  wd  "About  .Antietam"  of  ProjectName 

set  the  loc  of  wd  "Introduction"  of  ProjectName  to  the  screenLoc 
open  wd  "Introduction"  of  ProjectName 
end  GpenMapWindow 

cn  C3lculateWindowF.ect 
set  cursor  to  watch 
get  the  screenRect 
add  3  to  item  1  of  it 
add  40  to  item  2  of  it 
S'ubtract  3  from  item  3  of  it 
s'ubtract  3  from  item  4  of  it 
put  It  into  windowRect 
return  windowRect 
end  calculateWindowRect 

-  Install  Menus/ Load  Data  Scripts:  - 

on  installMyMenus 

Global  ProjectName 
Global  R’unTLmeMens 
set  cursor  to  watch 
put  e.Tpty  into  RunTimeMens 
set  lockMenus  to  true 

--  V.’hat  menus  are  currently  installed?  Save  their  names  into  a  variable, 
repeat  with  x  =  1  to  the  number  of  current  menus 

put  the  long  name  of  currentMenu(x)  into  li.ne  x  of  RunTimeMens 
end  repeat 

--  New  kill  the  menus. 
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Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


repeat  •.•;ttr.  -  L  tt  the  n'tmher  tt  lanes  an  R’anTaneMens 

r'rrr.c’/s  lir.0  x  cf  Pj-inTirrLeM6ns 
end  repeat 

--  Mew  open  rrr/  own  rrenus. 
get  the  n-anrer  of  menus 
put  at  -  2 1  ante  raamMenus 
repeat  with  x  =  1  to  r.’amMenus 
ansert  menu  x 


end  repeat 

ansert  menu  "Hcoxer's  Attack"  into  atem.  I  of  menu  "Play" 

ansert  menu  "Hood's  Co’anterattaok"  ante  item  2  of  menu  "Play" 

insert  menu  "Sedgwick's  Attack"  into  item  3  of  menu  "Play" 
ansert  menu  "French’s  .Attack"  into  item  4  of  menu  "Play" 

insert  menu  "USA  Leaders"  into  item.  "USA  Leaders"  of  menu  "View" 

insert  menu  "CSA  Leaders"  ante  item.  "CSA  Leaders"  of  menu  "View" 

end  installl-f/Menus 


on  setPreferences 

Global  ProjectName 
Global  So’ondlsOn 
Global  ShcwArcillery 
Global  BuildUnics 

if  the  hilite  of  cd  ben  "On"  of  cd  “Preferences"  of  wd  "Preferences"  as 
true  then 

put  "Yes"  into  SoundlsOn 

sec  the  checkMark  of  item  "Sound  On"  of  menu  “Control"  of  ProjectMame 

to  trie 
else 

put  "No"  into  So'ondlsOn 

sec  the  checkMark  of  item  "So'ond  On"  of  menu  "Control"  of  ProjectMame 

to  false 
end  if 

if  the  hilite  of  cd  btn  "Show"  of  cd  "Preferences"  of  wd  "Preferences"  as 
true  then 

put  "Yes"  into  ShowArt i 1 lery 

else 

put  "No"  into  ShowArt il lery 
end  if 

if  the  hilite  of  cd  btn  "Build"  of  cd  "Preferences*  of  wd  "Preferences"  is 
true  then 

put  "Yes"  into  BuildUnits 

else 

put  "No"  into  BuildUnits 
end  if 

end  setPreferences 


-  Shutdown  Scripts: 

on  closeProject 

Global  Pro'ectName 
Global  So’undlsOn 
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Staff  Ride 


"  '  ■  •= 

5cC  I  ITT-aC  -O  "0“ 

puc  che  freesize  of  this  project:  into  theSice 
if  cheSioe  >  200  then, 

set  the  loc  of  wd  “Notes"  to  the  screenLcc 
put  “Cctpacting  the  file"4returni?ro;ectMarr.ei'' .  .  .  “  moo— 
hg  fid  "Message"  of  cd  “Note  1“  tf  v/d  “Notes" 
open  wd  “Notes" 

Crrppact 

oltse  wd  “Notes" 
end  of 

if  the  helpBallocns  is  true  then 
set  the  helpBallocns  to  false 
end  if 

if  ScmdlsOn  is  “Yes"  then  play  “Taps” 
wait  ■;  seconds 
end  closeProject 

on  closeM'^'Menus 

set  cursor  to  watch 

set  the  lockMenus  to  true 

put  errpty  into  menuList 

put  empty  into  menusToKill 

--  First,  find  out  which  menus  are  mine. 

repeat  with  x  =  1  to  the  number  of  menus 

put  return  4  the  long  name  of  menu  x  after  menuList 
end  repeat 

--  Now  find  out  which  of  try  menus  are  installed, 
repeat  with  x  =  1  to  the  number  of  current  menus 
if  currentMenu (x)  is  in  menuList  then 

put  return  &  currentMenu (x)  after  menusToKill 
end  if 
end  repeat 

--  Now  remove  my  installed  menus. 

repeat  with  x  =  1  to  the  number  of  lines  in  menusToKill 
if  line  X  of  menusToKill  is  not  enpty  then 
remove  line  x  of  menusToKill 
end  if 
end  repeat 

set  the  lockMenus  to  false 
end  closeMyMenus 

on  showNarrative 

Global  ProjectName 
set  cursor  to  watch 

put  the  short  name  of  the  target  into  cardName 
set  the  loc  of  wd  "Narrative"  of  ProjectName  to  the  screenLoc 
open  cd  cardName  of  wd  "Narrative"  of  ProjectName 
end  showNarrat ive 
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Staff  Ride 


(MENU  #1:  Apple)  ITEM  #1:  About  Antietam... _ 

:’n.  icerrSeiec: 

Global  Prorectllare 

set  the  loc  of  window  "About  Antietair."  to  the  screenLcc 
open  window  "About  Amtietam"  of  proiecth’ane 
end  iterrGelect 


(MENU  #1:  Apple)  ITEM  #2:  Help... 

on  iteir£elect 

answer  "This  option  not  available." 
end  itemSelect 


MENU  #  2:  File _ 

f'unction  proiMame  theName 

--  parses  the  long  name  of  a  project  from  any  other  long  name 
repeat  with  x  =  1  to  the  number  of  words  in  theName 
if  word  X  of  theName  is  "Project"  then 
put  word  x  +  1)  to  the  number  of  words  in  theName  of  theName  int: 
projName 

delete  char  1  of  projname 
delete  last  char  of  projname 
return  pro j Name 
end  if 
end  repeat 
return  enpty 
end  pro j Name 


(MENU  #2:  File)  ITEM  #1:  Editor  Pallet 

on  itemSelect 
editor  pal 
end  itemSelect 


(MENU  »2:  File)  ITEM  »3:  Print  Map... 

on  itemSelect 

answer  "This  option  not  available." 
Global  MapName 

send  "print  card"  to  wd  MapName 
end  itemSelect 


(MENU  »2:  File)  ITEM  »4:  Print  Window... 

on  itemSelect 

answer  "This  option  not  available." 
end  itemSelect 
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Staff  Ride 


(MENU  #2:  File)  ITEM  #5:  Print  Selection... _ 

answer  "This  opricn  net  available. “ 

--rrace 

-  -  g  1 : bal  ShowC  1  ipbcard'Tpen 

repeat  ’nr.trl  not  exists:  last  cd  grt  tf  td  "Clipbcard" 
delete  last  gre  zt  rd  "Clipbcard”  if  wd  "Clipbcard" 
- -  end  repeat 
save  ail 


put  SIIAPict '  "  Init "  I  intc 
if  the  col 
else  put  2C0  into  fine 
if  net  .hasMemor/ 1 f me  *  1024/  then 
ope.n  inv  wd  ".^ilerts" 
sec  Icc  of  this  wd  to  screenLoc;) 
go  cd  “-Mere  2“ 

put  “Requires  1500K  of  free  memcr/  to  icm  adequately  in  c  ’ 
for  black  and  white."  into  bg  fid  "Message"  of  cd  “.^Mert 


shew  this  wd 
exit  itemSelect 
- -  end  i f 

lock  screen 
- -  cut  empty 

--  get  hasMemorytSOOO  *  1024) 

--  put  the  n'lmber  of  gres  into  saveNum 
--  put  SnaPict ( "User" ) 

send  " iterr^elect "  to  item  "Show  Clipboard"  of  menu  "Edit" 
setWindow  wd  “Clipboard" 
if  the  mimber  of  cd  gres  <>  saveNum  then 
beep 

answer  "Not  enough  memory  to  capture  image." 
delete  last  cd  gre  of  cd  "Clipboard"  of  wd  "Clipboard" 
--  end  if 
end  itemSelect 


(MENU  #2:  File)  ITEM  #7:  Preferences... _ 

on  item£elecc 
Global  ProjectName 

set  the  loc  of  wd  "Preferences"  of  ProjectName  to  the  screenLoc 
open  wd  "Preferences"  of  ProjectName 
end  itemSelect 


(MENU  #2:  Fil«)  ITEM  #9:  Quit 

or.  ItemSelect 

--  Close  all  wds  to  quit. 

Hose  all  wds 
end  ite.TSelect 
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Staff  Ride 


ANTIETAM  STAFF  RIDE  MENU  #  3:  Edit 

:r.  i’:err'£elec:t 

ar.swer  "This  cpcion  not  availahie.  “ 
end  itertSeiect 


(MENU  #3:  Edit)  ITEM  #1:  Undo _ 

Di:  itemSeiect 

revert  --  works  inconjvction  with  the  save  ocnrrands  in 
--  the  other  xenu  items 
ElTD  itemSelect 


(MENU  #3:  Edit)  ITEM  »2: 

tn  iteiTiSelect 

end  item-3elecc 


(MENU  #3;  Edit)  ITEM  #3:  Cut _ 

on  ItemSelect 

put  the  selectedField  into  sField 
put  the  seiectedChunk  into  sChunk 
save 

if  sField  is  not  errpty 

then  if  sChunk  is  not  empty  then  select  sChunk 
end  ItemSelect 


(MENU  #3:  Edit)  ITEM  #4:  Copy 

on  ItemSelect 
copy 

end  ItemSelect 


(MENU  »3:  Edit)  ITEM  #5:  Paste _ 

on  itemSelect 

--  put  the  selectedField  into  sField 
--  put  the  seiectedChunk  into  sChunk 
- -  save 

--  IF  sField  is  NOT  empty 

--  THEM  IF  sChunk  is  NOT  empty  THEN  select  sChunk 

--set  tool  of  this  wd  to  pointer 

paste 

--set  tool  of  this  wd  to  browse 
end  itemSelect 
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(MENU  #3:  Edit)  ITEM  »6:  Clear 

zr.  icerTiSelect 
Global  ?ro]eco::a.Tie 
put  the  selectedChijink  into  sChimk 
put  the  seleotedf leld  into  sField 
sa’/e 


--  clear  a  tent  selection 
It  sField  IS  not  empty  then 
it  sCh'onk  is  net  e.^pty  then 

--  handle  a  flashing  cursor  in  a  word 
if  vord  4  of  sChomk  >  werd  2  ci  sCh'ink  then 
select  sCh’onk 

put  errpty  into  the  selection 

else  do  "select  after  char“5ci  word  4  of  sChunk  ii"of''ii  sField  -- 
AP.OUND  BUG  :M  SC 
end  if 

exit  itemSelect 
end  if 

--  text  was  not  selected  so  save  contents  of  clipboard  to  scrap 
open  window  "clipboard  scrap"  of  ProjectName 
put  errpty  into  contents 
--  clipboard  contains  text 
if  clipboard! )  =  "Text"  then 
put  "Text"  into  contents 
choose  browse  tool 
select  ce:<t  of  fid  "Text  Scrap" 
paste  text 
end  if 

--  clipboard  contains  objects 
if  clipboard!)  =  "Objects"  then 
put  "Object"  into  contents 
choose  pointer  tool 
paste  objects 
end  if 

--  clipboard  contains  card 
if  clipboard! )  =  "CARD"  then 
put  "CARD"  into  contents 
paste  caird 
end  if 

close  window  "clipboard  scrap"  of  ProjectName 

cut  --  cut  selected  objects 

--  restore  contents  of  clipboard 

open  window  "clipboard  scrap"  of  ProjectName 

if  contents  is  "Text"  then 
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selec-  te;-:-:  :r  field  “Text  Scrap" 

— t  •  r- 

end  if 

if  contents  is  "Cbjecc"  then 
choose  pointer  tocl 

--  selected  is  an  undcc'jmented  object  property 
--  true  =  the  object  is  selected 
--  false  =  the  objected  is  net  selected 
repeat  -.vith  i  =  l  to  the  number  of  btns 

set  the  selected  of  btn  i  to  true  --  selected  is  ’indccir-ented  proterf/ 
end  repeat 

repeat  with  i=l  to  the  number  of  cd  fids 
sec  the  selected  of  cd  fid  i  to  true 
end  repeat 

repeat  with  i=l  to  the  number  of  cd  graphics 
sec  Che  selected  of  cd  graphic  i  to  true 
end  repeat 
cat  objects 
end  if 

if  concents  is  "Card"  then 
go  to  card  2 
cur.  card 
end  if 

close  window  "clipboard  scrap"  of  ProjeccName 
end  item5elecc 


(MENU  #3:  Edit)  ITEM  »7:  Select  All 

on  icemSelect 

if  the  selectedFieid  is  not  «tpty 
Chen  select  text  of  the  selectedFieid 
end  itemSelect 


(MENU  »3;  Edit)  ITEM  »8; 

on  itemSelect 

end  itemSelect 


MENU  #3:  Edit)  ITEM  #9:  Show  Clipboard 
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(MENU  #4:  Play):  . . 

:r.  elect 

?r t ' ectl.aTTie 
jltbal  ?ro] act Playing 

cut  "Keeker'S  Attack  1"  into  ProjeetPlaying 
l;ck  screen 

set  the  loc  of  wd  "Cornfield"  of  project  "Hooker's  Attack  2"  t;  the 
screenLcc 

:pen  wd  "Cornfield"  of  pro:ect  "Hooker's  Attack  2" 

set  the  loc  of  wd  "Cornfield"  of  ProjeetPlaying  to  the  screenLco 

:pen  wd  "Cornfield"  of  ProjeetPlaying 

open  wd  " navigator"  of  ProjectOIarrie 

set  the  checkC-lark  of  item  "Palette"  of  menu  "Control"  of  ?ro;eccMam.e  ■ 
'iniock  screen 
end  itemSelect 


(MENU  #4:  Play)  ITEM  #1;  Hooker’s  Attack 


on  itemSelect 
pass  itemSelect 
end  itemSelect 

(MENU  #4:  Plav) 

ITEM 

#1:  Hood’s  Counterttack 

on  itemSelect 
pass  itemSelect 
end  ItemSelect 

(MENU  «4:  Plav) 

ITEM 

#1 :  Sadowick’s  Attack 

on  ItemSelect 
pass  itemSelect 
end  ItemSelect 

(MENU  #4:  Plav) 

ITEM 

#1 :  French’s  Attack 

on  ItemSelect 
pass  itemSelect 
end  itemSelect 

(MENU  #4:  Plav) 

ITEM 

#1 :  The  Bloodv  Lane 

on  itemSelect 


pass  itemSelect 
end  itemSelect 
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(MENU  #4:  Play)  ITEM  #1:  Chrisfs  Attack 

icsu'wc-ccc 
pi33  lt6rT’S6i£CC 
£n.c;  iteiToslcC" 


(MENU  #4:  Play)  ITEM  #1:  Burnside’s  Attack 

:n  irerrSelect 
pass  i-err^elect; 
end  inemSelecr 


(MENU  »4:  Play)  ITEM  #1:  A.P.  Hill’s  Attack 

on  icerr'Jeieco 
pass  lOerriSelecc 
end  iceitTSeieco 


(MENU  #5:  Labels)  ITEM  #1;  Hide  All _ 

on  loemSeiect 
Global  PrcjeccNar.e 
lock  screen 
sec  cursor  oo  busy 

gee  Che  number  of  leans  in  menu  "Labels"  of  ProjectName 
puc  ie  inco  n'jitiGraphics 
see  cursor  eo  busy 
repeac  with  n  =  2  co  numGraphics 
see  cursor  co  busy 

if  the  checkMark  of  item  n  of  menu  "Labels"  of  ProjectName  is  true  then 
send  "icemSelect"  to  item  n  of  menu  "Labels"  of  ProjectName 
end  if 
end  repeat 
'onlock  screen 
end  itemSelect 


(MENU  #5:  Labelt)  ITEM  #2: 

on  itemiSelect 
pass  itemSelect 
end  itemSelect 


(MENU  #5:  Labels)  ITEM  »3:  Town» 

on  ItemSelect 

Global  Pro:ectName 
global  MapName 

see'kindow  wd  MapName  of  ProjectName 
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T'-irs  c-  r  z-isy 
Izck  screen 

:.i  the  che';<;-Iarh  ;r  the  target  is  raise  then 
shew  grt  "Sharpsburg" 
shew  grt  "Mercersville" 
show  grt  "  Fortersttwr." 
show  gre  "Smeketown" 

set  the  checkiMark  of  the  target  to  trae 
else 

hide  gre  "Sharnsfcurg" 
hide  grt  ''Mercersville" 
hide  gre  " Porterstown" 
hide  grt  "Srr.cketown" 

set  the  cheokl-iark  of  the  target  to  false 
end  if 

'iniock  screen 


end  icemSelect 


(MENU  »5:  Labels)  ITEM  »4:  Roads _ 

on  icemSelect 
Global  ProjeecName 
Global  MapName 

set Window  wd  MapName  of  ProjectName 
set  cursor  to  busy 
lock  screen 

if  the  checkMark  of  the  target  is  false  then 
show  gre  "Hagerstown  Pike" 
show  gre  "Smoketown  Road" 
show  gre  "Boonsboro  Pike" 
show  gre  “Shepherds town  Road" 
show  gre  "Lower  Bridge  Road" 
show  gre  "Sawmill  Road" 

--show  gre  “Harpers  Ferry  Road" 
show  gre  "l  etding  Road" 
set  the  chee.<Mark  of  the  target  to  true 
else 

hide  gre  "Hagerstown  Pike" 
hide  gre  "Smoketown  Road" 
hide  gre  "Boonsboro  Pike" 
hide  gre  " Shepherdstown  Road" 
hide  gre  "Lower  Bridge  Road" 
hide  gre  "Sawmill  Road" 

--hide  gre  "Harpers  Ferry  Road" 
hide  gre  "Landing  Road" 
set  the  checkMark  of  the  target  to  false 
end  if 

'unlock  screen 
end  itemSelect 
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(MENU  #5:  Labels)  ITEM  #5:  Farms 

:r.  I'erruSelec": 


'31obal  Maptlame 
secV.'indcw  wd  MapNane  of 
see  cursor  to  busy 
Icck  screen 


■f.eckl'lark 


’ih.6 


show  gre 
show  gre 
show  gre 
snov  ^2rc 
show  gre 


"A'/ey" 
“Slaekf ord" 
" C 1 ipc " 

“Cof  frran" 

H  -  V  l» 


?ro:eet;h’ame 
carget  is  false 


show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
shew  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
shew  gre 
shew  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 
show  gre 


“P..  Comer" 

“Eeker" 

“Hauser" 

“Heins" 

"Hoffman" 

"Hocsel* 

"  Kennedy " 

" Line “ 

“Magraw" 

"C.  Michael" 
“Middlekauf “ 

"D.R.  Miller" 

"J.F.  Miller" 

"M.  Miller" 
"Morrison" 

"  Munina " 

"Neikirk" 

"Neweomer" 

“Neweomer  " 
"Nieodemus" 

"D.  Otco" 

"J.  Otco" 

"H.  Piper" 

"S.D.  Piper" 

"A.  Pof fenberger" 
"John  Pof fenberger" 
"Jos.  Pof fenberger" 
"S.  Pof fenberger" 
"Pry" 

"Reel" 

"H.  Rohrbach" 

"N.  Rohrbach" 
"Roulette" 

"Rowe" 

"Schneibele" 

"Sherriek" 

"D.  Smith" 

" Snavely " 


then 
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5  nr  V/ 

7 1'  - 

,  r.z  rr^  3  '* 

^n6  I 

:heik;-;ark  ;f  the  i 

.36 

hide 

7- - 

■I  It 

hide 

7rc 

" Blackford* 

hide 

"Clipp* 

hide 

grc 

"Coifrran* 

H  tl 

hide 

*•  - 

grr 

“F..  Dcmer" 

hide 

gr  7 

"Ecker" 

hide 

grc 

"Hauser" 

hide 

gr^- 

"Heine" 

hide 

grc 

"  Her  irrar." 

hide 

grc 

"Hctcel" 

hide 

grc 

"  Kenned'^’ " 

hide 

grc 

”  Lm0 " 

hide 

grc 

"Mag raw" 

hide 

grc 

"C.  Michael" 

hide 

grc 

"Middlekauf “ 

hide 

grc 

"E.P..  Miller" 

hide 

grc 

"J.F.  Miller" 

hide 

grc 

"M.  Miller" 

hide 

grc 

"Morrison" 

hide 

grc 

"M’jirtua" 

hide 

grc 

"Neikirk" 

hide 

grc 

"Newcomer" 

hide 

grc 

"Newcomer  " 

hide 

grc 

"Nicodetnus" 

hide 

grc 

"D.  Otto" 

hide 

grc 

"J.  Otto" 

hide 

grc 

"H.  Piper" 

hide 

grc 

"S.D.  Piper" 

hide 

grc 

"A.  Poffenberger 

hide 

grc 

"John  Poffenberg' 

hide 

grc 

"Jos.  Poffenberg' 

hide 

grc 

"S.  Poffenberger 

hide 

grc 

"Pry" 

hide 

grc 

"Reel" 

hide 

grc 

"H.  Rohrbach" 

hide 

grc 

"N.  Rohrbach" 

hide 

grc 

"Roulette" 

hide 

grc 

"Rowe" 

hide 

grc 

"Schneibele* 

hide 

grc 

"Sherrick" 

hide 

grc 

"D.  Smith" 

hide 

grc 

" Snavely " 

hide 

grc 

"Thomas" 

set  the  checkl-tark  of  the  target  to  false 
end  if 

'unlock  screen 
end  iteit£elect 
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(MENU  #5:  Labels)  ITEM  #6:  Bridges _ 

;r.  irerSele:' 

Global  ?r::-r7‘:;;a.~e 
31;bal  MapllaTie 

se'/.'indcv  vd  MapNa^T.e  Prc^ect'-’ane 
==-  cursor  busy 
Izck  screen 

if  Che  rheci^Marh  cf  che  target  is  false  then 
show  grc  “The  Upper  Bridge" 
show  grc  "The  Middle  Bridge" 
show  grc  "The  Lower  Bridge" 
sec  che  checld-Iark  of  che  target  to  trie 
else 

hide  grc  "The  Upper  Bridge" 
hide  grc  "The  Middle  Bridge" 
hide  grc  "The  Lower  Bridge" 
sec  the  checkMark  of  che  target  to  false 
end  if 

'inlock  screen 
end  itemSelect 


(MENU  »5:  Labels)  ITEM  #7:  Churches 

on  itennSeiect 
Global  ProjectName 
Global  MapName 

setWindow  wd  MapName  of  ProjectName 
set  cursor  to  busy 
lock  screen 

if  the  checkMark  of  che  target  is  false  then 
shew  grc  "P'inkard  Church" 
show  grc  "Lutheran  Church" 
show  grc  “Ground  Squirrel  Church" 
sec  che  checkMark  of  che  target  to  true 
e.se 

hide  grc  "Dunkard  Church" 
hide  grc  "Lutheran  Church" 
hide  grc  "Ground  Squirrel  Church" 
sec  the  checkMark  of  Che  target  to  false 
end  if 

'unlock  screen 
end  itemSelect 


(MENU  #5:  Labels)  ITEM  »8:  Industry 

on  ItemSelect 

Global  Pro:eccName 
Global  MapName 

setWindow  wd  MapName  of  Projeccllame 
set  cursor  to  busy 
lock  screen 
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else 

h-ie  grr  Ir.dustr/" 

hide  grc  "duarr/" 

hide  grc  “Szzne  Mill" 

hide  grc  "S.  Pr-y  Mill" 

sec  Che  rhech-Mar:-:  :f  che  cargec 


inlcck  screen, 
i  icerr-Selecc 


CO  trie 


CO  false 


(MENU  #5:  Labels)  ITEM  »9:  Woods _ 

on  icemSelecc 
Global  ProjeccNan-ie 
Global  MapMarr-e 

secXindow  wd  MapMane  of  ProjectName 
sec  cursor  co  busy 
lock  screen 

if  che  checkiMark  of  che  carget  is  false  Chen 
show  grc  "The  Morch  Woods" 
show  grc  "The  Ease  Woods" 
shew  grc  "The  'Wesc  Woods" 
sec  che  checkMark  of  che  cargec  co  crae 
else 

hide  grc  "The  Morch  Woods" 
hide  grc  "The  Ease  Woods" 
hide  grc  "The  Wesc  Woods" 
sec  che  checkMark  of  che  cargec  co  false 
end  if 

■inlock  screen 
end  icec’-Selecc 


(MENU  #5:  Labels)  ITEM  #10:  Fords _ 

'n  icer£elecc 
Global  ProjeecName 
Global  MapName 

secWindcw  wd  MapName  of  ProjeecName 
sec  cursor  co  busy 
lock  screen 

if  che  checkMark  of  che  cargec  is  false  Chen 
show  grc  "Snavely's  Ford" 
show  grc  "Myer's  Ford" 
sec  che  checkMark  of  che  cargec  co  crue 
else 
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hide  gr-  'd-t/er's  Fird" 
set  the  checi-d-Iark  of  the  target  to  false 
end  if 

■inlock  screen 
end  iterr^elect 


(MENU  #5:  Labels)  ITEM  *11: 

tn  itemSelect 
pass  iternSelecc 
end  ItemSelect 


(MENU  #5:  Labels)  ITEM  »12:  CSA  Infantry  Units 

cn  ItemSelect 


Global  PrcjectName 
Global  MapName 

setWindow  wd  MapName  of  ProjectName 


sec  cursor  to  busy 

lock  screen 

if  the  checkMark  of  the  target  is  false  then 
show  grc  “Jones  Label" 
show  grc  "Grigsby  Label" 
show  grc  “Lawton  Label" 
show  grc  "3 IGA  Label" 
show  grc  "Trimble  Label" 
show  grc  “Ripley  Label" 
show  grc  “Taliaferro  Label" 
show  grc  “Starke  Label" 
show  grc  "Law  Label" 
show  grc  “Wofford  Label" 
show  grc  "Hays  Label" 
show  grc  "Early  Label" 
show  grc  "Cav  Lcibel" 

set  the  checkMark  of  the  target  to  true 


else 

hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
set  the 
end  if 


"Jones  Label" 

"Grigsby  Label" 

"Lawton  Label" 

"31GA  Label" 

"Trimble  Label" 

“Ripley  Label" 

"Taliaferro  Label" 

"Starke  Label" 

“Law  Label" 

“Wofford  Label" 

"Hays  Label" 

“Early  Label" 

“Cav  Label" 

checkMark  of  the  target  to  false 
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false  then.-- 

send  icerr£ele:t 
’iniock  screen 
end  itemSelect 

(MENU  #5:  Labels)  ITEM  #13:  CSA  AftHlerv  Units _ 

tn  ItemSelect 

Global  Pro'ectName 
Global  Map! lame 

setWindow  v;d  MapName  of  ProjectHame 
set  cursor  to  busy 
lock  screen 

if  the  checkiMark  of  the  target  is  false  then 
show  grc  "Poague  Label" 
show  grc  "5  D  Lee  Label" 
show  grc  "Patterson  Label" 
show  grc  "Johnson  Label" 
show  grc  "Brockenbrough  Label" 
show  grc  "Pelham  Label" 
show  grc  "Carpenter  Label" 
show  grc  “Wooding  Label" 
show  grc  "Balthis  Label" 
show  grc  "Raine  Label" 
show  grc  “Ross  Label" 
show  grc  "D'Aquin  Label" 
set  Che  checkMark  of  the  target  to  tree 
else 

hide  grc  "Poagiae  Label" 
hide  grc  “S  D  Lee  Label" 
hide  grc  "Patterson  Label" 
hide  grc  "Johnson  Label" 
hide  grc  "Brockenbrough  Label* 
hide  grc  "Pelham  Label" 
hide  grc  "Carpenter  Label* 
hide  grc  "Wooding  Label" 
hide  grc  "Balthis  Label" 
hide  grc  "Raine  Label" 
hide  grc  "Ross  Label" 
hide  grc  "D'Aquin  Label" 
sec  Che  checkMark  of  the  target  to  false 
end  if 

if  Che  checkMark  of  item  "CSA  Artillery"  of  menu  "Units"  of  ProjectName  is 
false  then-i 

send  ItemSelect  to  item  "CSA  Artillery"  of  menu  "Units"  of  ProjectName 
unlock  screen 
end  ItemSelect 


:f  item  "CSA  Infantiy"  of  .menu  "Units"  tf  ?rt'srtNa.me  is 


to  Item  "CSA  Infantry"  of  menu  “Units"  of 


•ectham.e 
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(MENU  »5:  Labels)  ITEM  #14: 

on  icemSeleco 
pass  icemSeiec; 
end  itemSeiecc 


(MENU  #5:  Labels)  ITEM  #15:  USA  Infantry  Units 


on  itemSelecc 
Global  ProjectName 
Global  MapMame 
secwindcw  wd  MapMame 
sec  cursor  co  busy 
lock  screen 
if  Che  checkMark  of 


of  ProjeccName 


he  cargec  is  false  chen 
HofiTwann  Label" 

Pacrick  Label" 

Gibbon  Label" 

Phelps  Label" 

Chriscian  Label" 

3 PA  Cav  Label" 

Anderson  Label" 

Magilcon  Label" 

Hartsuff  Label" 

'Duryea  Label" 

PA  Res  Label" 

2PA  Label" 

'13PA  Label" 

'5PA  Label" 

'Hooker  Label" 

sec  Che  checkMark  of  che  target  to  true 
else 

"Hofmann  Label" 

"Patrick  Label" 

"Gibbon  Label" 

"Phelps  Label" 

"Christian  Label" 

"3PA  Cav  Label" 
hide  grc  "Anderson  Label" 
hide  grc  "Magilton  Label" 

"Hartsuff  Label" 

"Duryea  Label" 

"PA  Res  Label" 

"2PA  Label" 

■13PA  Label" 

“SPA  Label" 

"Hooker  Label" 

set  the  checkMark  of  che  cargec  to  false 
end  if 

Item  "USA  Infantry"  of  menu  "Units" 


show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 


hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 


hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 


if  the  checkMark 
false  then-> 

send  icem5elect  to  item 


"USA  Infantry"  of  menu  "Units 


of  ProjectName  is 
of  ProjectName 
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■^.lock  screen 
end  iteiTiSelect 


(MENU  #5:  Labels)  ITEM  #16:  USA  Artillery  Units 

:r.  icerr^elec: 

Global  Projectllame 
Global  MapNane 

seoAindow  vd  MapNanie  of  ProjeccMane 
sec  cursor  co  busy 
lock  screen 

if  the  checkMark  of  the  target  is  false  then 
show  grc  "Cajnnpbell  Label" 

“Edge 11  Label" 

“Monroe  Label" 

"Reynolds  Label" 

"Ransom  Label" 

"Thompson  Label" 

"Cooper  Label" 

“Matthews  Label" 

"Simpson  Label" 

rheckMark  of  the  target  to  true 


show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
set  the 
else 

hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 


"Campbell  Label* 

“Edgell  Label" 

"Monroe  Lcibel" 

"Reynolds  Label" 

"P^som  Lcibel" 

"Thompson  Label" 

"Cooper  Label" 

“Matthews  Label" 

"Simpson  Label* 

set  the  checkMark  of  the  target  to  false 
end  if 

if  the  checkMark  of  item  "USA  Artillery*  of  menu 
false  then-i 

send  itemSelect  to  item  *USA  Artillery*  of  menu  ’ 
unlock  screen 
end  itemSelect 


"Units*  of  ProjectName  is 
Units"  of  ProjectName 


(MENU  #6:  Unit«)  ITEM  »1:  HW  All _ 

on  itemSelect 

Global  ProjectName 

lock  screen 

set  cursor  to  busy 

get  the  number  of  items  in  menu  "Units*  of  ProjectName 
put  it  into  numGraphics 
set  cursor  to  busy 
repeat  with  n  =  2  to  numGraphics 
set  cursor  to  busy 
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if  the  checkl-!ark  o 
send  '•  iter-iSelect 
end  if 
end  repeat 
if  the  checkl^lark  of 
set  the  checkl-lark 
Frtjectllame  to  false 
end  if 

if  the  checkMark  of 
set  the  checkMark 
ProjectName  to  false 
end  if 

if  the  checkMark  of 
sec  the  checkMark 
PrcjectMame  to  false 
end  if 

if  Che  checkMark  of 
sec  Che  checkMark 
ProjectName  to  false 
end  if 

'onlock  screen 
end  icemSelect 


f  item  n  of  menu  “Units"  of  ProjectName  is  true  th 
"  CO  item  n  of  menu  "Units"  of  PrcuectMarrie 


item  "CSA  Infantry"  of  menu  "Units"  is  true  then 
of  Item  “CSA  Infantry  Units"  of  menu  "Names"  or 


item  "CSA  Artillery"  of  menu  “Units"  is  true  then 
■of  Item  “CSA  Artillery  Units"  of  menu  “Names"  of 


item  "USA  Infantry"  of  menu  "Units"  is  true  then 
of  item  "USA  Infantry  Units"  of  menu  "Names"  of 


item  "USA  Artillery"  of  menu  "Units"  is  trie  then 
of  item  "USA  Artillery  Units"  of  menu  "Names"  of 


(MENU  »6;  Units)  ITEM  »2; 

on  icemSelect 
pass  icemSelect 
end  icemSelect 


(IWtNU  #d:  uniw  liew  wo:  uom  inianiry 

on  icemSelect 

Global  ProjectName 
Global  MapName 

setWindow  wd  MapName  of  ProjectName 
sec  cursor  to  busy 
lock  screen 

if  Che  checkMark  of  the  target  is  false  then 
show  grc  "Jones" 
show  grc  "Grigsby" 
show  grc  "Lawton* 
show  grc  "3 IGA" 
show  grc  "Trimble" 
show  grc  "Ripley" 
show  grc  "Law" 
show  grc  "Wofford" 
show  grc  "Taliaferro" 
show  grc  "Starke" 
show  grc  "Hays" 
show  grc  "Early" 
show  grc  "Cav  1" 
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sr*'_'v 

grc 

“  1  i’.'  ^  " 

show 

grc 

"Cav  3" 

show 

grc 

"lav  4" 

show 

grc 

"lav  5" 

show 

grc 

"Jones  Label" 

show 

grc 

"Grigsby  Label" 

show 

grc 

"Lawton  Label" 

show 

grc 

"3 IGA  Label" 

show 

"Trimble  Label" 

show 

grc 

“Ripley  Label" 

show 

grc 

"Law  Label" 

show 

grc 

“Wofford  Label" 

show 

grc 

"Taliaferro  Labe 

show 

grc 

"Starke  Label" 

show 

grc 

"Hays  Label" 

show 

grc 

"Early  Label" 

show 

grc 

“Cav  Label" 

set  Che  checkMark  of  the  target  to  true 

if  the  checkMark  of  item  "CSA  Infantry  Units*  of  menu  “Labels"  is  false 

Chen 


ProjeccName  to  true 
end  if 
else 

hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
nide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 


'Jones" 

'Grigsby* 

Lawton" 

3  IGA* 

Trimble" 

'Ripley* 

'Law" 

'Wofford* 

Taliaferro" 

Starke* 

Hays* 

'Early* 

'Cav  1* 

Cav  2* 

Cav  3' 


hide  grc  *Cav  4" 

_ _ 


hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 


Cav  5' 

*  Jones  Leibel" 

* Grigsby  Label* 
"Lawton  Label* 

"3 IGA  Label* 
"Trimble  Label" 
“Ripley  Label" 

"Law  Label* 
“Wofford  Label" 
"Taliaferro  Label" 
"Starke  Label" 


53 


Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


hide  grr  "Early  Label" 
r.rde  grc  "lav  Label" 

sec  che  rhecr'llark  or  the  targec  to  false 
if  the  thetk-Mark  tf  item  "CSA  Infantry  Units"  of 

*1  r.^r. 

set  the  check_Mark  ;f  item  “CSA  Infantry  Units" 

?r::ect!:ame  tt  false 
end  if 
end  if 

•mlock  screen 
end  itemoelect 

(MENU  #6:  Units)  ITEM  #4:  CSA  Artillery _ 

in  itemSelect 
Global  ProjectMame 
Global  MapName 

setWindow  wd  MapName  of  ProjectName 
set  cursor  to  busy 
lock  screen 

if  the  checkiMark  of  the  target  is  false  then 
show  grc  "Pcague" 
show  grc  “Brcckenbrough 
show  grc  “Patterson* 
show  grc  “S  D  Lee" 
show  grc  “Johnson" 
show  grc  “Pelham" 
show  grc  "Carpenter" 
show  grc  “Wooding" 
show  grc  "Balthis" 
show  grc  "Paine" 
show  grc  "Ross" 
show  grc  " D ' Aquin " 
show  grc  “Pca'g'ie  i-abel" 
show  grc  "Brcckenbrough  Label" 
show  grc  "Patterson  Label" 
show  grc  "S  D  Lee  Label" 
show  grc  "Johnson  Label" 
show  grc  "Pelham  Label" 
show  grc  "Carpenter  Label" 
show  grc  "Wooding  Label" 
show  grc  "Balthis  Label" 
show  grc  "Paine  Label" 
show  grc  "Ross  Label" 
show  grc  "D'Aqijin  Label" 
sec  Che  checki-lark  of  che  target  to  true 
if  the  checkl-lark  of  item  "CSA  Artillery  Units"  of  menu  "Labels"  of 
?ro:ectMame  is  false  then 

set  che  checkl-fark  of  item  "CSA  Artillery  Units"  of  menu  "Labels" 
Pr-jectllam.e  tc  true 


menu  "Labels"  is  t 
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gr  0 

"  ?:ao'^e " 

hide 

grc 

"Brcckenbrcugi 

hide 

grc 

" Paccar son" 

hide 

grc 

"3  3  Lee" 

hide 

grc 

"Johnson" 

hide 

grc 

"  Pelhari" 

hide 

grc 

"larpencer" 

hi  de 

grc 

.‘.O'.cing " 

hide 

grc 

" BaiCnis " 

hide 

grc 

"Raine " 

gr  c 

"Ross " 

hide 

grc 

"L  'Again" 

hide 

grc 

"Poag’ae  Label 

hide 

grc 

"Brockerbroug' 

Label" 

hide  grc  "Paccar son  Label" 
hide  grc  "S  D  Lae  Label" 
hide  grc  "Johnson  Label" 
hide  grc  "Pelhaxn  Label" 
hide  grc  "Carpencer  Label" 
hide  grc  "Weeding  Label" 
hide  grc  "Balchis  Label" 
hide  grc  "Raine  Label" 
hide  grc  "Ross  Label" 
hide  grc  "D'Acrain  Label" 
sec  Che  checid-lark  of  che  cargec  co  false 
if  Che  checkMark  of  icem  "CSA  Arciller/  Unics"  of 
?rc:eccName  is  crua  Chen 

sec  Che  checkMark  of  icem  "CSA  Arcillery  Unics" 
?r:;eccName  Co  false 
and  if 
end  if 

'inlock  screen 
end  icemSelecc 


menu  "Labels"  of 
of  menu  "Labels" 


of 


(MENU  »6:  Units)  ITEM  #5: 

on  icemiSelecc 
pass  icemSelecc 
and  icemSelecc 


(MENU  »6:  Units)  ITEM  #6:  USA  Infantry 

on  icemSelecc 

Global  ProjeccMame 
Slobal  MapName 

seeWindow  wd  MapMame  of  Projectllame 
sec  cursor  co  busy 
lock  screen 

1C  che  oheokMark  of  che  cargec  is  false  Chen 
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snz 

7rT 

n  I  rr!“.ann  “ 

show 

gro 

“Paoriok" 

SilCV 

" 3ibb;n" 

shew 

V  “• 

"  '  •"'2  " 

show 

"Christian 

show 

gro 

"3 PA  Cav" 

-.U  . 

gro 

"Anderson" 

.-.u  . 

gro 

"  Mac  i  i  t  or.  “ 

snc'A  grc 
show  grc 
shew  grc 
shew  grc 
shew  grc 
show  grc 
shew  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
show  grc 
shew  grc 


'  Hsrc  sue ! 
‘Darv'ea" 

*  PA  P.'S  3  " 

•  ?  or  “ 


“  Ho  f ."nann  Labe  1 " 

"Patrick  Label" 

“Gibbon  Label" 

“Phelps  Label" 

“Christian  Label" 

“3 PA  Cav  Label* 

“Anderson  Label" 

“Magilton  Label" 

'Hartsuff  Label" 

'Dur'/ea  Label" 

"PA  Res  Label" 

“2 PA  Label" 

“13 PA  Label" 

‘5PA  Label" 
set  the  checkMark  of  the  target  to  true 
if  the  chec.kMark  of  item  "USA  Infantry  Units"  of 
ProjectName  is  false  then 

set  the  checkMark  of  item  "USA  Infantry  Units" 
ProjectName  to  true 
end  if 


else 

hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 
hide  grc 


"Hofmann" 

"Patrick" 

"Gibbon" 

"Phelps" 

"Christian" 

"3PA  Cav" 
"Anderson" 
"Magilton" 
"Hartsuff" 

"  EXiri’ea " 

"PA  Res" 

"2PA" 

"13PA" 

"5  PA" 

"Hofmann  Label' 
"Patrick  Label’ 


menu  "Labels"  of 
of  menu  "Labels"  of 
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menu  " Labe Is"  ; f 
of  menu  "Labels"  of 


(MENU  #6:  Units)  ITEM  #7;  USA  Artillery 

on  ooerrcelec" 

jlobai  rrojecoName 
j local  Maptlame 

seO.’indow  wd  MapMame  of  ProjectName 
seo  cursor  co  busy 
lock  screen 

of  Che  checkl-lark  of  the  target  is  false  then 
show  grc  "Campbell" 
show  grc  "Edgell" 
show  grc  "Monroe" 
show  grc  "P.eynolds" 
show  grc  “Ransom" 
show  grc  "Thompson" 
shew  grc  "Cooper" 
show  grc  "Matthews" 
show  grc  "Simpson" 
show  grc  “Canpbell  Label" 
show  grc  "Edgell  Label" 
show  grc  "Monroe  Label" 
show  grc  "Reynolds  Label" 
show  grc  "Ransom  Label" 
show  grc  "Thompson  Label" 
show  grc  "Cooper  Label" 
show  grc  "Matthews  Label" 
show  grc  "Sompson  Label" 
set  the  checkMark  of  the  target  to  tmae 


'.lae  grc 


lie  grc 
icc  gr¬ 
ide  grc 
ide  grc 
ide  grc 
tide  err 


Phelts  Label" 
Ir.ristian  Label" 
:?A  Cav  Label" 

Magi It on  Label" 
Hartsuff  Label" 
Lurtea  Label" 
r.e  s  Lane  - " 

—  -  “ 

-.JrA  '* 

”  r.-i  " 


if  the  checkblark  of  item  “USA  Infantry  Units"  of 
ProrectMame  is  true  then 

set  the  checkMark  of  item  "USA  Infantry  Units" 
ProjectMame  to  false 
end  if 
end  if 


end  iterue-ec: 
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:f  Item  “USA  Artiller/  Units'*  zz  menu  “Ic 
iectl*srr.e  is  ts^se  tnen 

sec  cr.e  '"ec!<;-Iark  cf  item  “USA  Arciller/  UniCs"  cf  rr.enu 
:  6ccMarr.e 
end  cf 
.se 

‘r*  ■>  *“<0  ^v-  -  ' 

n  1  ne  trrc 

hide  grr  “Mcnrie" 
hide  grc 
hide  grc 
hide  grc 


'Labels''  cf 


laTrcell" 


'Edgell" 


- 

grc 

grc 


Prc: 


cr: 


F.ar.scm'' 
rh:rg:sGr.'' 

;  coper" 

Mac 'chews'* 

Sic?;  son" 

Carpceil  Label" 

Edgell  Label" 
hide  grc  "Monroe  Label" 
hide  grc  "Reynolds  Label" 
hide  grc  "P-ansom  Label" 

"Thompson  Label" 

"Cooper  Label" 

"Mac chews  Label" 

"Simpson  Label" 

checkMark  of  che  cargec  co  false 

i:  Che  checkMark  of  icem  "USA  Arciilery  Unics"  of  menu  "Labels"  of 
eccMam.e  is  crue  Chen 

sec  Che  checkMark  of  item  “USA  Artillery  Units"  of  menu  "Labels"  o: 
;ectIJame  co  false 
end  if 
nd  if 

clock  screen 
icem^elecc 


nice 
hide 
hide 
hide  gr 
hide  gr 


hide  grc 
hide  grc 
hide  grc 
hide  grc 
sec  Che 


(MENU  #7:  View)  ITEM  #1:  CSA  Casualti»8 _ 

on  icemSelect 

open  wd  "CSA  Casualties"  of  project  "Antietam  Glossary" 
end  icemSelect 


(MENU  »7:  View)  ITEM  »2:  USA  C<suatti08 _ 

on  icemSelect 

open  wd  "USA  Casualties"  of  project  "Antietam  Glossary" 
end  itemSelecc 

(MENU  »7:  View)  ITEM  #3:  . . 

:n  icemSelect 
pass  icemSelect 
end  icemSelerc 
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(MENU  #7:  View)  ITEM  #4:  CSA  Leaders 

C  a  3  3  1  -  'rlT-r  *5  -  •r  T 
er.cL  -ter'^el’rCt 


(MENU  #7:  View)  ITEM  #5:  USA  Leaders _ 

:r.  itier^eler’: 

cas3  iterrSelect 
end 

(MENU  #7:  View)  ITEM  #6:  . . 

* ri  It eiTiS 0 1 —  — 
pass  itsr^eiact 
end  iter^elect 

(MENU  »7:  View)  ITEM  #7;  CSA  Order  of  Battle _ 

tn  itenSeiect 

open  wd  "CSA  Crder  cf  Battle"  of  pro:ect  "Antietam  Glossary 
end  itemSelect 


(MENU  #7:  View)  ITEM  #8;  USA  Order  of  Battle _ 

:n  ItemSelect 

open  wd  "USA  Order  of  Battle"  of  project  "Antietam  Glossary 
end  ItemSelect 


(MENU  »8:  Maps)  ITEM  »1:  Harper’s  Ferry  »  Sep  15 

on  itemSelect 

Global  ProjectHame 

open  wd  "Introduction"  of  ProjectName 
end  itemSelect 


(MENU  »8:  Maps)  ITEM  »2:  Harper’s  Ferry  -  Sep  16 

on  ItemSelect 
Global  ProjectName 

open  wd  "Harper's  Ferry  Sep  16'  of  ProjectName 
end  itemSelect 


(MENU  »8:  MaPS)  ITEM  #3:  Harper’s  Ferry  •  Sep  17 

on  ItemSelect 

Global  ProcectNam.e 

open  wd  "Harper's  Ferry  Sep  17"  cf  ProjectName 
end  ItemSelect 
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(MENU  »8:  Maps)  ITEM  #4:  Sharpsburg  ■  Sep  17 

:r.  iterTLSelact 
r-lccal 

-pen  vd  "Sharpsburg  Sep  1"*  cf  Pro:ectName 
er.d  rrerrSelec- 


(MENU  #8:  Maps)  ITEM  #5:  Cornfield 

:n  iceruSelert: 

31:ba:  ?r:.-er-:::a.T,e 


:pen  inv  v;d 


er.d  iterr.Selecr 


rr.field"  zi  ?r;:ec’:  "Hccker's  Attack  1" 
d  .Map"  zi  ir.v  vd  “Sc rr.field"  of  Project 
eld"  cf  Project  "Hooker's  Attack  1“ 


"Hccker's  .Attack 


(MENU  #9:  Graphics)  (TEM  #1;  Mao  Legend _ 

on  itemSelect 

Global  Pro ject:iair.e 
set  cursor  to  busy 
lock  screen 

if  the  checkMark  of  t.he  target  is  false  then 

set  the  Icc  of  vd  “Map  Legend*  of  FrojectName  to  the  screenLoc 
open  vd  "Map  Legend"  of  Pro^ectName 
set  the  checKMark  of  the  target  to  true 
else 

close  vd  “Map  Legend"  of  ProjectNarne 
set  the  checkMark  of  t.he  target  to  false 
end  if 

■inlock  screen 
end  icenJelect 


(MENU  #9:  Graphics)  ITEM  #2:  Photo  Marlors 

on  iteirSelect 

Slobal  Pro“ectIlame 
Global  MapName 

setv.’indow  wd  MapName  of  FrojectName 
sec  cursor  to  busy 
lock  screen 

if  Che  checkMark  of  the  target  is  false  then 
shew  cd  btn  "Photo  Marker  1" 
show  cd  btn  "Industrial  Revolution" 
set  Che  checkMark  of  the  target  to  true 
else 

hide  cd  btn  "Photo  Marker  1" 
hide  cd  btn  "Industrial  Revolution" 
set  the  checW'lark  of  the  target  to  false 
end  if 

■inlock  screen 
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(MENU  #9:  Graphics)  ITEM  #3:  Narrative  Balloons 

'31cbai  Frz-ze-zz'.larr.e 
sec  cursor  cc  busy 

if  Che  oher-cMark  of  che  carrec  is  false  Chen 
send  sho’.h.’arrac ivesallccns  co  chis  cd 
shov:  gro  "In"  of  cd  '‘.^avigaccr "  of  >;d  “h’avigacor" 
sec  che  oheckMark  of  che  cargec  co  me 
else 

send  hidellarraciveBalloons  cc  chis  cd 
hide  arc  "Cn"  of  cd  "havigacor"  of  wd  "’javigacor “ 
sec  che  checlcMarh  of  che  cargec  co  false 
end  if 

■mloch  screen 
end  icerr^elecc 


■MENU  “10:  Concrol:  ITS-I  “1;  PaleCCe 
on  icemSelecc 
Gl'Ocal  ProjeccflaiT'.e 
■Oicbal  MapNan.e 
sec  'Curscr  co  wacch 
sec'A'indcw  wd  MapName  of  ProjeccName 
if  che  Check-Mark  of  che  cargec  is  false  Chen 
open  vd  "Navigacor "  of  projecc  ProjeccName 
sec  c.he  checkMark  of  che  cargec  co  crae 
e-se 

close  wd  "Navigacor"  of  projecc  ProjeccName 
sec  che  c-heckJ-lark  of  che  cargec  co  false 
e.nd  if 

end  icerri5elecc 

(MENU  #10:  Contron  ITEM  #2:  . 

on  iCeiT-Selecc 
pass  icerciSelecc 
end  iCerrBelecc 

(MENU  #10:  Control)  ITEM  #3:  Rewind 

on  iceiTiSelecc 

send  "go  co  firsc  card"  co  topwindow( ) 
end  ice.voeiecc 

(MENU  #10:  Control)  ITEM  #4:  Back  Step 

rr.  1  i6cc 

send  "go  co  prev  oard"  co  Copwindowi ) 
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(MENU  #10:  Control)  ITEM  #5:  Stop 

:r.  :.terr;£elec’; 

pass  iterr^eiec': 
end  icemSeiect 


(MENU  #10:  Control)  ITEM  #6:  Step 

:n  icerTiielec; 

send  “go  zo  nexr  card"  co  ccpwindow() 
end  iterr,Select 


(MENU  #10:  Control)  ITEM  #7:  Play 

:n  icerr^eiecc 
pass  iten^elect 
end  icemSelect 


(MENU  #10:  Control)  ITEM  »8: 

on  icerriSelect 
pass  ii:en?£eiect: 
end  itemSelect 


(MENU  #10:  Control)  ITEM  #9:  Sound  On 

zr*  i*^6rrL5'Sx6CC 

3lobal  So'andlsCn 
set  cursor  to  watch 

if  the  checi-aMark  of  the  target  is  false  then 
put  “Yes"  into  SoundlsOn 
set  the  checkt^ark  of  the  target  to  true 
6l56 

put  “No"  into  SoundlsOn 
set  the  checkMark  of  the  target  to  false 
end  if 

end  iteiTiSelect 


(MENU  #11:  Hooker's  Attack)  ITEM  #1:  Situation... 

on  itemSelect 

open  wd  “Situation"  of  project  "Hooker's  Attack  1" 
end  iterp^elect 


(MENU  #11:  Hooker's  Attack)  ITEM  #2:  5:45  to  6:00  AM 

on  iteiriSelect 

global  ProjectNane 
global  Pro: ect Playing 

put  "Hooker's  Attack  1"  into  Project Playing 
l;ck  screen 
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set  the  l:c  t:  vd  "Corr.field"  cf  ProjectPlaying  to  the  screenlr: 

:pen  wd  "Corr.rteld"  of  Project  Playing 
:pen  wd  "Ilavigattr"  of  ProjectMame 

sec  Che  checkMark  of  item  "Palecce“  of  menu  "Control"  of  Projecthame  cO’  true 
unlock  screen 
end  iterriSelect 


(MENU  #11:  Hooker's  Attack)  ITEM  #3:  6:00  to  6:45  AM _ 

:n  rtertiSelect 

Global  Pro] etc  I  lame 
GlO'bal  ?ro:ecr.?la]’ing 
set  cursor  to  watch 

put  "Hooker's  Attack  2"  into  ProjectPlaying 
lock  screen 

set  Che  loc  of  wd  “Cornfield"  of  ProjectPlaying  to  the  screenLoc 
open  wd  "Cornfield"  of  ProjectPlaying 
open  wd  "Navigator"  of  ProjectName 
set  cursor  to  watch 

set  Che  checkl-lark  of  item  "Palette”  of  menu  "Control"  of  ProjectName  to  true 
'unlock  screen 
end  ucemSelect 


(MENU  #11:  Hooker’s  Attack)  ITEM  #4:  6:45  to  7:00  AM 

on  icemSelect 
pass  itemSelect 
end  itemSelect 


(MENU  #11:  Hooker’s  Attack)  ITEM  #5:  7:00  to  7:15  AM 

on  itemSelect 
pass  itemSelect 
end  ItemSelect 


(MENU  #12:  Hood’s  Counterattack)  ITEM  #1:  Situation... _ 

on  ItemSelect 

--open  wd  "Sicuacion"  of  project  "Hood’s  Counterattack" 
end  ItemSelect 

(MENU  #12:  Hood’s  Counterattack)  ITEM  #2:  7:15  to  7:45  AM 

--on  ItemSelect 
--  Global  ProjectName 

Global  ProjectPlaying 

"  put  "Hood's  Co'unterattack"  into  ProjectPlaying 
lock  screen 

--  set  the  loc  of  wd  "Cornfield"  of  ProjectPlaying  to  the  screenLoc 
;pen  wd  "Cornfield"  of  ProjectPlaying 
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;p6n  A’d  "Mavigacor "  zi  ProjectJIaTie 

set  the  checha-lark  of  item  “Palette"  of  menu  “Contrcl"  of  Pro-ectNarre 

true 

--  ^unlock  screen 
--end  itemSelect 


(MENU  #12:  Hood’s  Counterattack)  ITEM  #3:  7:45  to  8:15  AM _ 

--on  itemSelect 
--  Global  Projectharr.e 

Global  Project Playing 
set  cursor  to  v;atch 

put  "Hood's  Co’unterattack"  into  Project  Playing 
lock  screen 

set  the  loc  of  vd  "Cornfield"  of  Project Playing  to  the  screenLcc 
open  wd  "Cornfield"  of  Project Playing 
open  wd  "Navigator"  of  ProjectName 
set  cursor  to  watch 

set  the  checkl-lark  of  item  “Palette"  of  menu  "Control"  of  ProjectName 

true 

'unlock  screen 
--end  itemSelect 


(MENU  #12:  Hood’s  Counterattack)  ITEM  #4:  8:15  to  8:30  AM 

on  itemSelect 
pass  itemSelect 
end  itemSelect 


(MENU  #12:  Hood’s  Counterattack)  ITEM  #5:  8:30  to  9:00  AM 

on  itemSelect 
pass  itemSelect 
end  ItemSelect 


(WD  #1.  BG  »1.  CD  #1) 

on  showNarrativeBalloons 
set  cursor  to  watch 
lock  screen 

show  grc  "Samual  Munma" 
'unlock  screen 
end  showNarrativeBalloons 

on  hideNar rat iveBal loons 
set  cursor  to  watch 
lock  screen 

hide  grc  "Samual  M'umma" 
■unlock  screen 
end  hideNarrat iveBal loons 
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(WD  #1.  BG  #1.  CD  #1)  BUTTON  #1:  Introduction _ 

:n  TcuseUp 

'jiCbsi  Pro  j 
Global  MapName 
lock  screen 

sec  the  loc  of  wd  " Inc reduce  ion"  of  ProjeccMame  co  che  screenLcc 
open  vd  " Inc reduce ion"  of  ProDeeCName 
hide  vd  ".-iocuc  Anciecarn"  of  ProjeccNaice 
•onlock  screen 
end  meuseUp 


(WD  »1.  BG  #1.  CD  #1)  BUTTON  #2:  Instructions 

cn  rriGUseUp 

ansver  'dice  avilable  in  chis  version." 
end  meuseUp 


(WD  #1.  BG  #1.  CD  #1)  BUTTON  »3:  Battle  Map _ 

on  mouseUp 

Global  ProjeccNa.me 
Global  Maptlame 
sec  cursor  co  wacch 
lock  screen 

--sec  Che  loc  of  wd  MapName  of  ProjeeCName  co  -1000,-1000 
show  menuBar 

open  inv  wd  MapName  of  ProjeccMame 

sec  che  scroll  of  wd  MapName  of  ProjeccMame  co  328,134 
ralculac  eWindowPec  c 

sec  Che  recc  of  wd  MapName  of  ProjeeCName  Co  che  resulc 
show  wd  MapName  of  ProjeeCName 
close  wd  ".Abouc  Anciecarn" 
unlock  screen 
end  meuseUp 


(WD  #2,  BG  #1)  BUTTON  »1 :  Hooker _ 

on  mC'UseUp 

end  mouseup 

(WD  #2.  BG  #1.  CD  #1)  BUTTON  #1:  Photo  Marker  1 

on  mouseUp 

open  wd  "Phocos"  of  projecc  "Color  Phocos" 
end  mouseUp 
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(WP  #2.  BG  #1,  CD  #1)  BUTTON  #2:  Industrial  Revolution 

*n  mouseUp 

la’onch  "Industrial  Revolution"  with  "Sirrple  Player" 
end  mouseUp 


(WD  »2.  BG  #1.  CD  #1)  GRAPHIC  #25r  Hartsuff 

on  mcuseUp 

open  cd  “Hartsuff"  of  v;d  "USA  Units" 
end  mouseUp 


(WD  #2.  BG  #1.  CD  #1)  GRAPHIC  #26:  Durvea 

-on  mouseUp 

■open  cd  "Dar'/ea"  of  wd  "USA  Units" 
end  mouseUp 


(WD  #2.  BG  #1.  CP  #1)  GRAPHIC  #85:  Anderson 

on  mouseUp 

open  cd  "Anderson"  of  wd  "USA  Units" 
end  mouseup 


(WD  #2.  BG  #1.  CD  »1)  GRAPHIC  #86:  Maailton 

on  mouseUp 

open  cd  "Magilton"  of  wd  "USA  Units" 
end  mcuseUp 


(WP  #2.  BG  #1.  CD  #1)  GRAPHIC  #89:  2PA 

cn  mouseUp 

open  cd  "2 PA"  of  wd  "USA  Units" 
end  mouseUp 


(WD  #2.  BG  »1.  CD  #1)  GRAPHIC  #90:  13PA 

on  mouseUp 

open  cd  "13 PA"  of  wd  "USA  Units" 
end  mouseUp 


(WD  #2.  BG  #1.  CD  #1)  GRAPHIC  #91:  SPA 

on  mouseUp 

open  cd  "SPA"  of  wd  "USA  Units" 
end  mouseUp 
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(WD  #2.  BG  #1,  CD  #1)  GRAPHIC  #101:  Anderson  Label 

:n  mcuseL’p 

cpen  cd  "Andersen"  cf  vd  "USA  Units" 
end  mouseUp 

(WD  #2,  BG  #1.  CD  #1)  GRAPHIC  #104:  2PA  Label 

en  mouseUp 

open  cd  "2 PA"  of  vd  "USA  Units" 
end  meuseUp 

(WD  »2.  BG  #1.  CD  »1)  GRAPHIC  #118:  13PA  Label 

en  rxjuseUp 

open  cd  "13 PA"  of  vd  "USA  Units" 
end  mouseUp 

(WD  #2.  BG  #1.  CD  #1)  GRAPHIC  #119;  SPA  Label 

on  meuseUp 

cpen  cd  "SPA"  of  wd  "USA  Units" 
end  mouseUp 

(WD  »2.  BG  #1.  CD  #1)  GRAPHIC  #199;  Samual  Mumma 

on  mouseUp 

shov^Iarrative 
end  mouseUp 


(WD  #3,  BG  »1)  BUTTON  #1:  Done _ 

on  mouseUp 
close  this  vd 

cpen  vd  "Harper's  Ferr/"  of  project  "Antietam  Campaign  Maps" 
end  mouseUp 


(WD  »3.  BG  #1)  BUTTON  #2:  Back 

on  mouseUp 

visual  dissolve 
go  prev  cd 
end  mouseUp 


(WD  #3.  BG  »1.  CD  #1)  BUTTON  #1:  Back 

on  meuseUp 

global  Projectriame 
lock  screen 
close  this  vd 

show  vd  "About  Antietami"  of  Projectriame 
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er.. 


mcuseUp 


(WD  #4.  BG  #1.  CD  #1)  BUTTON  #1:  On _ 

on  rrouseUp 

Global  ProjeccMame 

setScund  ll-i,  105,  short  id  of  me 

hide  grc  "So'ond  Off"  of  cd  "Navigator"  of  wd  "Navigator"  of  ProjectNair.e 
end  mouseup 


(WD  #4.  BG  #1.  CD  #1)  BUTTON  #2:  Off _ 

:n  mcuseUp 

Global  ProjectName 

setSound  104,  105,  short  id  of  me 

show  grc  "So’-ind  Off"  of  cd  "Navigator"  of  wd  "Navigator"  of  ProjectName 
end  mouseUp 


(WD  »4.  BG  #1.  CD  »1)  BUTTON  »3;  Build 

on  mouseUp 

set Preference  10",  108,  short  id  of  me 
end  mouseUp 


(WD  #4,  BG  »1.  CD  »1)  BUTTON  #4;  Dont’t  Build 

on  mcuseUp 

setPreference  10",  108,  short  id  of  me 
end  mouseUp 


(WD  #4.  BG  #1.  CD  »1)  BUTTON  #5:  OK 

on  mouseUp 

Global  SoiindlsOn 
Global  ShowArt i 1 lery 

if  the  hilite  of  cd  btn  "On*  is  true  then 
put  "Yes"  into  SoundlsOn 
else 

put  "Mo"  into  SoundlsOn 
end  if 

if  the  hilite  of  cd  btn  "Show"  is  true  then 
put  "Yes"  into  ShowArt illery 
else 

put  "No"  into  ShowArt i Her/ 
end  if 

close  this  wd 
end  mouseUp 
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(WD  #4,  BG  #1.  CD  #1)  BUTTON  #6:  Cancel 


on  mcuseUp 

close  this  wd 
end  mouseUp 

(WD  #4,  BG  #1, 

CO  #1) 

BUTTON  #7:  Show 

:n  .mouseUp 

sec.irtiller:,’  10^,  IDS, 
end  mcuseUp 

short  id  of  me 

(WO  #4.  BG  #1. 

CO  #1) 

BUTTON  #8:  Don’t  Show 

on  .TOuseUp 

set.^rtillery  1 
end  mouseUp 

0" ,  108  f 

short  id  of  me 

(WO  #5.  BG  #1) 

BUTTON  #1:  OK 

on  mouseUp 
close  this  wd 
end  mouseUp 

('.'.TD  «7,  BG  »1,  CD  »1)  FIELD  «10:  Battle  Time 
on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Battle  Time  Help" 
end  mouseEnter 

(WD  #7.  BG  #1. 

CD  #1) 

BUTTON  #1:  Grabbler 

on  mcuseUp 

This  first  loop  does  nothing  but  hold  the  script  until  the 


mouse  is  down. 

repeat  ’until  the  mouse  is  down 
put  5  into  a 
end  repeat 

This  sends  the  grabber  message  to  the  topwindow() 
repeat  until  the  mouse  is  up 
send  "grabber"  to  topwindow() 
end  repeat 
end  mouseUp 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Crabbier" 
end  mouseEnter 
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(WD  »7.  BG  #1.  CD  #1)  BUTTON  »2:  Rewind _ 

;n.  naouseEnier 

show  help  balloon  at  rect  of  me  with  cd  fid  "Rewind" 
end  mcuseEnter 

on  mcuseUp 

send  "go  to  first  card"  to  topwindowi ) 
end  mcnseUp 


(WD  #7.  BG  #1.  CD  #1)  BUTTON  #3:  Back  Step _ 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Back  Step 
end  mouseEnter 

on  nrvouseUp 

send  "go  to  prev  card"  to  topwindowi ) 
end  mouseUp 


(WD  #7.  BG  #1.  CD  #1)  BUTTON  #4:  Stop _ 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Stop" 
end  nrouseEnter 

cn  mouseup 

answer  "Mot  available  in  this  version." 
end  mouseUp 


(WD  »7.  BG  »1.  CD  #1)  BUTTON  »5:  Step _ 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Step" 
end  mouseEnter 

on  mouseUp 

Global  ViewMethod 
put  "Step"  into  ViewMethod 
send  "go  to  next  card"  to  topwindowi ) 
end  mouseUp 


(WD  »7.  BG  #1.  CD  #1)  BUTTON  #6:  Play _ 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Play" 
end  mouseEnter 

on  mouseUp 

Global  Pro^ectMame 
Global  Pro:ectPlaying 
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jlccal  ‘.'lev/Meth-d 

c’-ic  "Ccnnr.u; US”  into  ViewMethcd 

sec  curscr  ■.■.•a';  :h 

set:  the  hilite  zz  rre  tc  true 

setWindcv  vd  "Ctrnfield"  or  Project Playing 

if  ProjectPlaying  is  "Hooker's  Attack  1”  then 


go 

cd 

"Cornfield 

05 

45 

20“ 

"Cornfield 

C5 

45 

40" 

go 

cd 

"Cornfield 

o  ^ 

46 

00" 

go 

cd 

15 

46 
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g- 

cd 

"Cornfield 
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46 

40" 

go 

cd 

"Cornf ield 

15 
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cd 
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05 
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go 

cd 
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go 
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05 

49 
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go 

cd 

"Cornfield 

05 

50 

00" 

go 

cd 

"Cornfield 

05 

50 

20" 

go 

cd 

"Cornfield 

05 

50 

40" 

go 

cd 

"Cornfield 

05 

51 

00" 

go 

cd 

"Cornfield 

05 

51 

20" 

go 

cd 

"Cornfield 

05 

51 

40“ 

go 

cd 

"Cornfield 

05 

52 

00" 

go 

cd 

"Cornfield 

05 

52 

20" 

go 

cd 

"Cornfield 

05 

52 

40" 

go 

cd 

"Cornfield 

05 

53 

00" 

go 

cd 

"Cornfield 

05 

53 

20" 

go 

cd 

"Cornfield 

05 

53 

40" 

go 

cd 

"Cornfield 

05 
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00" 

go 

cd 

"Cornfield 

05 

54 

20" 

go 

cd 

"Cornfield 
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05 
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cd 
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cd 
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05 
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end  if 


if  Pn^ectr laying  i 

3  " Hooker 

go  cd 

"C:rnf leld 

36;QG:00" 

go  od 

"Cornfield 

06:01:00" 

go  cd 

“Cornfield 

06:02:00" 

go  cd 

"Cornfield 

06:03:00" 

CT  ^ 

" C  0  rn  field 

06:04:00" 

go  rd 

"Cornfield 

Q  ^  .  T;  c  .  “'i  Q  •* 

go  cd 

" Cornfield 

06:06:00" 

go  cd 

"Cornfield 

06 : 0" ;00" 

"Cornfield 

06:03:00“ 

'^0  C'd 

"Cornfield 

06:0?:GO“ 

go  cd 

" C  0 rnf leld 

06:10:00" 

go  cd 

"Cornfield 

06: 11:00" 

go  cd 

"Cornfield 

06:12:00“ 

go  cd 

"Cornfield 

06:13:00" 

go  cd 

"Cornf ield 

06:14:00" 

go  cd 

"Cornf ield 

06:15:00" 

go  cd 

"Cornfield 

06:16:00" 

go  cd 

"Cornfield 

06:17:00" 

go  cd 

"Cornfield 

06:18:00" 

^0  cd 

"Cornfield 

06:19:00" 

go  cd 

"Cornfield 

06:20:00" 

go  cd 

"Cornfield 

06:21:00“ 

go  cd 

"Cornfield 

06:22:00" 

go  cd 

"Cornfield 

06:23:00" 

go  cd 

"Cornfield 

06:24:00" 

go  cd 

"Cornfield 

06:25:00" 

go  cd 

"Cornfield 

06:26:00“ 

go  cd 

"Cornfield 

06:27:00" 

go  cd 

"Cornfield 

06:28:00" 

go  cd 

"CcrTiC  10  Id 

06:29:00" 

go  cd 

"Cornfield 

06:30:00" 

go  cd 

"Cornfield 

06:31:00" 

go  cd 

"Cornfield 

06:32:00" 

go  cd 

"Cornfield 

06:33:00" 

go  cd 

"Cornfield 

06:34:00" 

go  cd 

"Cornfield 

06:35:00“ 

go  cd 

"Cornfield 

06:36:00" 

go  cd 

"Cornfield 

06:37:00" 

go  cd 

"Cornfield 

06:38:00“ 

go  cd 

"Cornfield 

06:39:00" 

go  cd 

"Cornfield 

06:40:00" 

go  cd 

"Cornfield 

06:41:00" 

go  cd 

"Cornfield 

06:42:00" 

go  cd 

"Cornfield 

06:43:00" 

go  cd 

"Cornfield 

06:44:00" 

go  cd 

"Cornfield 

06:45:00" 

end  if 

set  the  hilite  :f  me  tt  false 
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(WD  #7,  BG  #1,  CD  #1)  BUTTON  #7:  Done _ 

:n  rriCUseEnter 

shew  help  ball;:r.  at:  recz  of  me  with  cd  fid  “Dene" 
end  mc'iseEnter 

:n  rrcusel’p 

:-l:cal  ?r::ect?la'^-ing 
:l;se  this  wd 

tlese  wd  “Ctrnf leld"  :f  project  “Hooker's  Attack  1" 
close  -a!  “step  ttarrat ive"  cf  ProjectPlaying 
end  raouseUp 


(WD  #7.  BG  #1.  CD  »1)  BUTTON  #8:  Sound _ _ 

on  mouseEnter 

show  help  balloon  at  recc  of  me  with  cd  fid  "So'ind" 
end  mouseEnter 

on  mouseUp 

Global  Fro jectiJaiT'.e 
Global  SoundlsOn 
if  So’indlsGn  is  "Yes"  then 
put  "Me"  into  So'indlsOn 

set  the  hilite  of  cd  btn  “On“  of  cd  "Preferences"  of  wd  “Preferences"  of 
PrcjectName  to  false 

set  the  hilite  of  cd  btn  "Off"  of  cd  "Preferences"  cf  wd  "Preferences"  of 
?r- ject::ar>e  to  true 

show  gre  “So'jnd  Off" 
else 

put  “Yes"  into  SoundlsOn 

set  the  hilite  of  cd  btn  “On"  of  cd  "Preferences"  of  wd  “Preferences"  of 
Fro^ectMame  tc  true 

set  the  hilite  of  cd  btn  “Off"  of  cd  "Preferences"  of  wd  "Preferences"  of 
?ro]ectNaiTe  to  false 

hide  gre  "Semd  Off" 
end  if 
end  mouseup 


(WD  #7,  BG  »1.  CD  #1)  BUTTON  #9:  Balloon  Help _ 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Balloon  Help" 
end  mouseEnter 

on  mouseUp 

if  the  helpEallocns  is  false  then 
set  the  helpBalloons  to  true 
e  se 

set  the  helpEallocns  to  false 
end  1  f 
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(WD  #7.  BG  #1,  CD  »1)  BUTTON  #10:  Narrative  Balloons 

;r.  T-GuseEncer 

show  help  hall;:r.  a::  rect:  of  rp.e  with  cd  fid  "narrative  Balloons 
end  nx^useEnrer 


:n  rrcuseUp 

l-l:fcal  ?ro:ectnarr.e 
'•Itbal  Frt’ectPlaying 
Global  CurrentCard 

if  the  checkMark  of  item  "narrative  Ballocns"  of  menu  "Graphics"  cf 
?ro]ectNam3  is  false  then 

set  the  checkOiark  of  item  "Narrative  Baiiocns"  cf  menu  "Graphics"  o 
?rcjectNam.e  to  True 

send  shcwNo-rativeEallicns  to  cd  CurrentCard  of  wd  “Cornfield"  of 
ProjectPlaying 

show  grc  "On" 
else 

set  the  checkMark  of  item  "Narrative  Balloons"  of  menu  “Graphics"  c 
Pro^ectName  to  false 

send  hideMarrativeBal Icons  to  cd  CurrentCard  of  wd  "Cornfield"  cf 
ProjectPlaying 
hide  grc  “Cn" 
end  if 
end  mouseUp 


(WD  #7.  BG  #1.  CD  #1)  GRAPHIC  #11:  Battle  Time _ 

on  mouseEnter 

show  help  balloon  at  rect  of  me  with  cd  fid  "Battle  Time  Help” 
end  mouseEnter 


(WD  #8.  BG  #1.  CD  »1)  BUTTON  #1:  Done _ 

on  mouseUp 

send  iteiTtSelect  to  item  "Map  Legend"  of  menu  “Graphics" 
end  mouseUp 

(WD  #10.  BG  #1.  CD  #1)  GRAPHIC  »2:  ID  111 _ 

on  mouseDown 

show  cd  fid  "Campbell  Info" 
end  mouseDown 

on  mouseUp 

hide  cd  fid  "Campbell  Info" 
end  mouseUp 
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(WD  #10.  BG  #2,  CD  »2)  GRAPHIC  #1:  ID  112 

ir.  r'C 


(WD  #10,  BG  #2,  CD  #3)  GRAPHIC  #1:  3d  Bde  Info 


ir.  .T.'^U30vp 

hide  id  :ld  "id  Bde  Inii 
0r.3i  rricu56'Jp 


(WD  #10.  BG  #2.  CD  #3)  GRAPHIC  #2:  Hartsuff  Info 

!  n  rrC'^j.  s  0 wO'^t* 


(WD  #10,  BG  #2,  CD  #4)  GRAPHIC  #1:  3d  Bde  Info 


a  nde 


WD  #10.  BG  »2.  CD  #4)  GRAPHIC  #2:  Anderson  Into 
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(WD  #10,  BG  #2,  CD  #5)  GRAPHIC  #1:  3PA  Cav 

“r.  rnoussDc'AT. 

show  cd  fid  "2rA  lav  Irifo" 
er.d  ircuseDcATL 


3n.  ITCUScl'p 


(WD  #11.  BG  #1)  BUTTON  #1:  Done 

Dn  rrC'UseUp 

close  chis  wd 
end  mousedp 


Hooker’s  Attack  1 

PROJECT  SCRIPT _ 

--  Version  l.Oblo 

;n  startup 
lock  screen 

set  the  Icc  of  wd  1  of  this  project  to  -1000,-1000 
'onlock  screen 

go  project  "Antietam  Staff  Ride" 
end  startup 

on  olcseProject 
Global  ProjectharTie 
set  cursor  to  watch 
set  n’ornber format  to  "0" 

put  the  freesite  of  this  project  into  theSize 
if  theSize  >  200  then 

set  the  loc  of  wd  "Notes"  of  ProjectName  to  the  screenLoc 
put  "Compacting  the  file"&retum&ProjectName&" .  .  .  "  into— ' 
bg  fid  "Message"  of  cd  "Note  1"  of  wd  "Notes"  of  ProjectName 
open  wd  “Notes"  of  ProjectName 
Compact 

close  wd  "Notes"  of  ProjectName 
end  if 

end  closeProject 


on  showtlarrative 

Global  Fr 0 jectPlaying 
set  cursor  to  watch 


put  the  short  name  of  the  target  into  cardName 
set  the  loc  of  wd  "r.’arrative"  of  Project  Playing  to  the 
open  cd  cardName  of  wd  'Clarrative"  of  ProjectPlaying 
end  3hcwt:arrat  ive 


screenLoc 
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Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


WINDOW  #1:  Cornfield _ 

:r.  'per.V.'indov; 

:-l:bal  ?r::e:t:;arrie 
hide  XienuBar 

ir  Pro:ect^:a^:.e  is  "Antietam  Staff  Hide"  then 
insert  menu  "Cintrtl"  tf  Prt:ect:Iare 
end  if 

end  ipen’.'.'indov; 

:n  tlcseAindcw 

Sltbal  ?ro:ecthame 
show  MenuBar 

if  Pr t:eot' lame  is  "Auitietam  Staff  Hide"  then 
remove  menu  "iintril"  of  Pro^ectName 
end  if 

end  oloseWinGC'W’ 

(WD  #1)  BACKGROUND  #1:  Cornfield _ 

on  showfjarrativeBallocns 

answer  "There  are  nc  narrative  balloons  on  this  map. " 
end  showNarrat iveBal loons 

on  hideNarrat iveBal loons 

answer  "There  are  no  narrative  balloons  on  this  map. " 
end  hidellar rat  iveBal loons 


(WD  #1,  BG  »1.  CD  #1)  FIELD  »1:  Major  Von  Borcke 

on  mouseDC'Wn 
hide  me 
end  mcuseDown 

(WD  #1.  BG  #1,  CD  #1)  GRAPHIC  #39:  Sergeant  Moore 

on  mcuseUp 

showdlarrative 
end  mcuseUp 

(WD  #1,  BG  #1,  CD  #1)  GRAPHIC  #40:  Major  Von  Borcke 

on  mouseup 

shcwtJarr  at  ive 
end  mouseup 


WD  #1.  BG  #1,  CD  #1)  GRAPHIC  #41:  Private  Worsham 


Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


(WD  #1.  BG  #1.  CD  #1)  GRAPHIC  #42:  Major  General  Hooker 

;n  mouseUp 
sh^wllarrative 
er.i  rr.cuseUp 


(WD  #2,  BG  #1)  BUTTON  #1:  Back 

:r.  nicuse-'p 

Z-lccal  5hcvArt  illery 
if  ShcvArciller'/  is  "tie  then 
get  the  n’AT,  ;f  this  cd 
put  It  -  1  intt  prevCard 
if  prevCard  is  0  then 
clsse  this  wd 


exit  TiOuseUp 
end  if 

get  the  short  name  of  card  pre'/Card 
put  last  word  of  it  into  cardType 
put  first  word  of  it  into  commanderName 
put  prevCard  -  1  into  cardBeforePrev 
if  commandertlame  is  "Jones'"  then 
put  prevCard  -  4  into  cardBeforePrev 


end  it 

if  cornrranderMam.e  is  "Hood's"  then 
put  prevCard  -  2  into  cardBeforePrev 
end  if 


if  commanderName  is  "Stuart's"  then 
close  this  wd 
exit  mcuseCp 
end  if 

if  cardT-ype  is  “Artillery"  then 
visual  scroll  right  fast 
go  cd  cardBeforePrev 
else 


visual  scroll  right  fast 
go  prev  cd 
0n.‘Ci  i  f 


else 

visual  scroll 
go  prev  cd 
end  if 


end  meuseUp 


right 


fast 


(WD  »2.  BG  #1)  BUTTON  »2:  Next 

o-n  mouseup 

Global  ShowArtillery 
if  ShowArtillery  is  "No"  then 
get  the  riim,  of  this  cd 
put  It  1  into  nextCard 
get  the  short  name  of  card  nextCard 
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Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


cut  las-.  ri  :f  it  ir.tt  cardT-^-pe 
cut  first  ■/.•-rd  of  it  into  commanderName 
put  next  lard  *  1  inta  cardAfterMext 
if  ccmr'anderllar.e  is  "Jones'"  then 
put  nextCard  +  4  into  cardAfterMext 
z.  ^ 

if  ooniranderMar.e  is  "Hood’s"  then 
put  nextJard  I  into  cardAfterMext 
end  if 

if  comrrianderMarr.e  is  “Stuart's"  then 
go  last  cd 
exit  rrouseUp 
end  if 

if  cardJl,‘pe  is  "Art iller/"  then 
visual  scroll  left  fast 
go  cd  cardAfterMext 
else 

visual  scroll  left  fast 
go  next  cd 
end  if 
else 

visual  scroll  left  fast 
go  next  cd 
end  if 
end  mcuseUp 


(WD  #2,  BG  #1.  CD  #38)  BUTTON  *1:  ID  108 _ 

on  mcuseUp 
Global  Pro-ectMame 
Global  Pro] ect Playing 
close  this  wd 

put  "Hooker's  Attack  1”  into  ProjectPlaying 
lock  screen 

set  the  loc  of  wd  "Cornfield"  of  ProjectPlaying  to  the  screenLoc 
open  wd  “Cornfield"  of  ProjectPlaying 
open  wd  "Navigator"  of  ProjectName 

set  the  checkMark  of  item  "Palette”  of  menu  "Control"  of  ProjectName  to  true 
’unlock  screen 
end  mouseup 


(WD  #3.  BG  #1.  CD  #3)  BUTTON  #1:  Common  Time _ 

on  mouseUp 
lock  screen 

put  the  short  name  of  me  into  cardName 

set  the  loc  of  wd  "Glossary"  of  pro]ect  "Antietam  Glossary"  to  the  screenLoc 
open  cd  cardNarre  of  wd  "Glossary"  of  project  "Antietam  Glossary" 

■unlock  screen 
end  mc’iseUp 
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Appendix  A.  SuperCard  Scripts  for  The  Antietam 

Staff  Ride 


(WD  #3,  BG  #1,  CD  #3)  BUTTON  #2:  Columns  of  Divisions 

ir.  rrcuScLp 

sciTcsr. 

p’:’:  the  short  name  of  me  into  caraharr.e 

sec  the  loc  ;f  vd  "Glcssar/"  of  prtject  "Antietam  Glossar/"  to 
:pen  td  caro::ame  of  v;d  "Glossar/"  of  project  "Antietam  Glossary 
•in loch  screen 
end  mc’iseL’p 


(WD  #3.  BG  #1,  CD  #4)  BUTTON  #1:  Limber 

:n  mcuseGp 
lock  screen 


put  the  short  name 
set  the  loc  of  -.vd 
open  cd  caroillame  o 
'onlock  screen 
end  mouseUp 


of  me  into  car dl lame 

Glossary"  of  project  "Antietam  Glossary"  to  the 
'/.‘d  “Glossary"  of  project  "Antietam  Glossary" 


seres 


(WD  #3.  BG  #1.  CD  #9)  BUTTON  #1:  Skirmishers _ 

on  meuseUp 
lock  screen 

put  the  short  name  of  me  into  cardName 

set  the  loc  of  wd  "Glossary"  of  project  "Antietam  Glossary"  to  the  scree 
open  cd  cardMame  of  wd  "Glossary"  of  project  "Antietam  Glossary" 
unlock  screen 
end  meuseUp 


(WD  #4.  BG  #1)  BUTTON  #1:  Done 

;n  meuseUp 
close  this  wd 
end  meuseUp 
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Appendix  B.  Introduction  Maps 

Harper's  Ferry  -  Sep  1 6 
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Appendix  B.  Introduction  kbps 

Sharpsburg  -  Dawn  Sep  1 7 
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Appendix  C.  Situation  Brief  for  Hooker’s  Attack; 

Screen  Shot  1 


flntietam  Staff  Ride 
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Appendix  C.  Situation  Brief  for  Hooker’s  Attack: 

Screen  Shot  2 


flntietam  Staff  Ride 


Tile  First  Rtifisioii  (Oeelliefie;|T  ii»8S  to  aiteaace  on  ttie 
riglit-ttiroitsii  tile  Miller  form  fotoanis  tiie  most  liloods. 
Hie  Second  Bioisioii  fRlcleetMioos  to  edoence  on  toe 
ieft-tiirougii  tlie  comfieid  and  East  moods. 
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Appendix  C.  Situation  Brief  for  Hooker’s  Attack; 

Screen  Shot  3 


Appendix  C.  Situation  Brief  for  Hooker’s  Attack: 

Screen  Shot  4 


Hooker’s  First  Corps  constsloit  of  3  OftiiilORs: 
First  Oioiston:  Hrip.  Sen.  Hiiner  DouPteilsy 
SecoRif  Bltiiston:  Brig.  Sen.  James  Ricketts 
Tliini  Ofiiislon:  Brig.  Bor  Seorgo  S.  Meode 


flntietam  Staff  Ride 
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Appendix  C.  Situation  Brief  for  Hooker’s  Attack: 

Screen  Shot  5 


Gibbon 


flntietam  Staff  Ride 


Bivisiaii  consistmt  of  4  tm^afles; 
First  Rrigade;  Colonai  ^iiaips 
Seeoftif  tOnt.  Rdfiaana 

niJnf  Bristtda:  Coioii^  ^SsrteBa  Fttlricie 
Fayrtti  Brigddei  Cofonal  <iafm  SlbBdR 
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Appendix  C.  Situation  Brief  for  Hooker’s  Attack: 

Screen  Shot  6 


Heynyid 


Monroe 


flntietam  Staff  Ride 


Doubietfay’s  RiitNery  ceasft  tail  af  4  battarfet  (24  guns): 
fsl  NK  iadafi.  Liglit:  liaat.  F«M»  Edged  6  -  1 2^H 

fit  m,  gttg.  d:  Capt.  Ilfiierf  Maaree  6  -  12#N 

tsi  N¥»Bttg.  L:  Ca|it«l»R.  R^aidds  6-  S^R 
4td  tl$»  ittg.  8;  CapI  itosapfi  CaatpMI  a-12^H 
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Appendix  D.  Animated  Sequence  of  Hooker’s  Attack 

1st  Overiay  (Time  5:45:20) 
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Appendix  D.  Animated  Sequence  of  Hooker’s  Attack 

6th  Overlay  (Time  5:47:00) 
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Appendix  D.  Animated  Sequence  of  Hooker’s  Attack 

7th  Overlay  (Time  5:47:20) 


Appendix  D.  Animated  Sequence  of  Hooker’s  Attack 

9th  Overlay  (Time  5:48:00) 
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Appendix  D.  Animated  Sequence  of  Hooker’s  Attack 

10th  Overlay  (Time  5:48:20) 
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Appendix  E.  Order  of  Battle  Example: 

Army  of  Northern  Virginia 


To  open  this  window,  choose  CSA  Order  of  Battle  from  the  View  menu. 
Each  of  the  shadowed  boxes  on  the  card  are  buttons  and,  when  clicked  on. 
go  to  a  card  showing  that  unit’s  order  of  battle  diagram.  If  you  click  on  the 
shadowed  box  representing  Jackson’s  Corps,  the  card  on  the  next  page  will 
appear  in  the  window.  When  finished  viewing  order  of  battle  data,  close 
the  window  by  clicking  in  the  box  at  the  top  left  corner  of  the  window’s 
title  bar. 


avalry 


CSfl  Order  of  Battle 
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Appendix  E.  Order  of  Battle  Example 

Jackson’s  Corps 


If  you  click  on  the  shadowed  box  representing  Ewell’s  Division,  the  card 
on  the  next  page  will  appear  in  the  window.  If  you  click  on  the  shadowed 
box  representing  Jackson’s  Corps,  the  card  on  the  preceding  page  will 
appear  in  the  window.  When  finished  viewing  order  of  battle  data,  close 
the  window  by  clicking  in  the  box  at  the  top  left  corner  of  the  window’s 
title  bar. 


Appendix  E.  Order  of  Battle  Example: 

Ewell’s  Division 


If  you  click  on  the  shadowed  box  representing  Trimble’s  Brigade,  the 
card  on  the  next  page  will  appear  in  the  window.  If  you  click  on  the 
shadowed  box  representing  Ewell’s  Division,  the  card  on  the  preceding  page 
will  appear  in  the  window.  When  finished  viewing  order  of  battle  data, 
close  the  window  by  clicking  in  the  box  at  the  top  left  corner  of  the 
window’s  title  bar. 
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Appendix  E.  Order  of  Battle  Example: 

Trimble’s  Brigade 

This  is  the  lowest  level  for  which  order  of  battle  is  provided.  If  you  click 
on  the  shadowed  box  representing  Trimble’s  Brigade,  the  card  on  the 
preceding  page  will  appear  in  the  window.  When  finished  viewing  order  of 
battle  data,  close  the  window  by  clicking  in  the  box  at  the  top  left  corner  of 
the  window’s  title  bar. 
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Appendix  F.  Map  Legend 


Appendix  G.  Disk  Install  Set 
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Notes* 


i  Aldus  SuperCard®,  Version  1.6,  Computer  Software  (San  Diego,  CA:  Silicon 
Beach  Software,  Inc.,  1991).  Disk. 

^  Kawasaki.  Guy,  Selling  the  Dream:  How  to  Promote  Your  Product, 
Company,  or  Ideas— and  Make  a  Difference— Using  Everyday  Evangelism 
(New  York:  HarperCollinsPu Wishers,  1991),  111. 

^  Himes,  Andrew  and  Craig  Ragland,  Inside  SuperCard:  The  Complete  Guide 
for  Macintosh®  Developers  and  Advanced  Users  (Redmond,  WA:  Microsoft 
Press,  1990),  4. 

Gookin,  Dan,  The  Complete  SuperCard™  Handbook  (Rannor,  PA:  Compute 
Books,  1989),  vii. 

5  Bums,  Tom,  and  Gary  Poppitz,  SuperTalk™,  The  SuperCard™  Language 
Guide,  Version  1,5  (San  Diego,  CA:  Silicon  Beach  Software,  Inc.,  1989-90),  3. 

6  Kawasaki,  323. 

"  Cope,  E.  B.  and  H.  W.  Mattem,  Adas  of  the  Batdefield  of  Antietam  (Chief  of 
Engineers,  U.S.  Army,  1904). 

8  The  West  Point  Civil  War  Adas,  (New  York,  1958),  35-38. 

^  Appleton,  Bill,  Ben  Calica,  Kevin  Larue,  and  John  Petit,  SuperCard™ 
Version  1.0  User  Manual  (San  Diego,  CA:  Silicon  Beach  Software,  Inc., 

1989),  1-3, 1-4. 

10  Appleton,  Bill,  and  Gary  Poppitz,  SuperCard™  Version  1.5  User  Manual 
Addendum  (San  Diego,  CA:  Silicon  Beach  Software,  Inc.,  1990),  4-6,  4-7. 

11  Priest,  John  M.  Antietam:  The  Soldier's  Battie,  (Shippensburg,  PA:  White 
Maine  Publishing  Company,  Inc.,  1989),  vii. 

12  Kawasaki,  153. 


•This  set  of  notes  only  acknowledges  sources  and  ideas  used  in  this  paper.  Another  set 
of  notes  is  in  The  Antietam  Staff  Ride  application.  It  can  be  accessed  by  selecting  the 
submenu  command  Notes  from  the  View  menu. 
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